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worst of video game comics of the 
last 25 years. We go deep into the 
crossover of the two mediums to 
explain the process by which game 
plots are adapted to ink and paper, 
and how comics have been able to 
expand upon and even change the 
original storylines. 
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I feel like | do a lot of patching these days. While it cer- 
tainly isn't as difficult to deal with as it was back in the 
glory days of the PC, it is getting to the point where | 
can't put a game in a console without taking a few min- 
utes for an update. 

There are plenty of cases where the update is minor, 
and the patch itself is just smoothing out the edges (like 
when a developer addresses gameplay balance issues), 
but there are other times when 1 get that sinking feeling 
that there is foul play involved. 

Are developers getting lax in their testing stages to 
meet release dates that have to be planned so far in 
advance for marketing that we are entering a new age 
where the patch isn't to fix an occasional mistake, but is 
an accepted part of the game development process? It is 
a tough question to answer, simply because publishers 
and developers will never release their known bug lists 
(and trust me, these lists do exist). I've heard the tales, 
and have been close to getting proof before, but this 
story is harder to nail down than Watergate (or maybe 
I'm just no Woodward or Bernstein). 

However, 1 do have a cautionary tale 1 can tell, even 
though you are going to have to take it as hearsay since a 
second source never came forward. A tipster let me in on 
the fact that a fairly well-known football franchise (and 
no, it's not Madden) that had shipped with a number of 
game-crashing bugs, was, according to the source, know- 
ingly signed off for manufacturing by the producer to get 
the game out on time. 

This happened well before the days of consoles being 
capable of updates. So it makes you wonder what devel- 
opers would be capable of doing when they know they 
have such a luxury at their disposal. 

1 know this tale makes it sound like all publishers and 
developers are out to get us, and I assure you that is not 
the case. But there are a lot of games, and the frequency 
of which things are getting patched these days certainly 
does give me pause. 

Well that's my conspiracy theory for the issue, or per- 
haps it's just a notice to all the manufacturers, publishers 
and developers out there that gamers are noticing, and 
the press is watching. Let's not devolve to the old days 
of shipping incomplete product, and just dealing with 
it later. 


Andy >> andy@gameintormer.com 

Handle: The Game Hombre Expertise: RPGs, Action/Platform, Driving, 
First-Person Shooters Interests: Reading Feedback On The Redesign Of 
‘The Magazine (Thanks Everyone For The Comments So Far, And The Use 
Of Small Text Is Noted And Is Already Being Addressed), Tracy Morgan 
Cracks Me Up (| Adore 30 Rock), My Twitter @GI_AndyMc Dislikes: That 
Pre-E3 Week Is During Minnesota Fishing Opener (The Things | Sacrifice 
For This Magazine!), Ulduar Trash (Blizzard Really Needs To Tone It Down, 
It Takes Far Too Much Time) Current Favorite Games: Peggle Dual 
Shock, Resident Evil 5, Infamous, World of Warcraft, Poker, Left 4 Dead 
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Reiner >> reineregameinformercom 


Handle: The Raging Gamer Expertise: RPGs, Action, First-Person Shooters, Strategy, Sports, 
Fighting Interests: Free DLC (Thank You, Valve!), Caprica, PC Gaming On A 72-Inch Display 
(The Internet Is HUGE), Believing That The Jetsons Is Prophetic Dislikes: My Poorly Worded 
“СТА V" Twitter Turning Into A Top Headline On 48 Game Sites (| Just Wanted To Tease That Red 
Dead Redemption Looks Like The Next GTA Experience!) Current Favorite Games: Infamous, 
XMen Origins: Wolverine, Left 4 Dead (Download The DLC!), Punch-Out!!, Warhammer 40,000: 
Dawn Of War Il 


Matt >> matt&gameinformer.com 

Handle: The Original Gamer Expertise: First-Person Shooters, Action/Platform, Action/ 
Adventure, Action/Sports Interests: Continuing To Be Blown Away By The Wire, Shakey: Neil 
Young's Biography By Jimmy McDonough, Big Daddy's Ribs, Red's Savoy Pizza Opening In 
Uptown, The NFL Draft, Having Three Wii Games In My Favorite Games Dislikes: Plantar 
Fasciitis, Waiting For Summer, Jay Cutler Going To The Bears, Not Being Able To Run Current 
Favorite Games: Excitebots: Trick Racing, Boom Blox Bash Party, Punch-Out!, Guitar Hero 
Metallica, Red Faction: Guerilla, Prototype 


Kato >> kato@gameinformer.com 

Handle: The Game Katana Expertise: Sports, Racing, Action/Adventure, Action/RPG 
Interests: “Black Hearted Love" — John Parrish And Polly Jean Harvey, Cloudy With A Chance 
Of Meatballs, Claude Lelouch's C' était Un Rendez-vous — A 10-Minute Ferrari Speed Run 
Through Paris, Beatles Mono Remasters Dislikes: My Habit Of Interrupting People Talking, Mor- 
rissey's Years Of Refusal – That Sums Up What I've Been Doing To His Career The Past Decade, 
Having To "Press Start” Just To Get To The "New Game" Screen, RTS Voiceovers, Current TV 
Current Favorite Games: Punch-Out!l, Excitebots: Trick Racing, Guitar Hero Metallica 


Adam >> adamegameintormer.com 

Handle: The Alpha Gamer Expertise: RPGs, Strategy, First-Person Shooters, Fighting Interests: 
Black On Both Sides - Mos Def, Labor Days – Aesop Rock, Re-reading The Prince Of Nothing Saga 
Ву В. Scott Bakker, Cloud Cult (We Need More Rock Operas About Mankind's Need To Explore), 
The Hazards Of Love - The Decemberists, Ulduar Dislikes: My Tendency To Get Stuck On A 
Particular Record So Long | Get Sick Of It, People Who Still Stand In Fires (Thanks For The Repair 
Bills, Morons!), Bertz Steering Me Wrong On Steak Au Poivre Current Favorite Games: Modern 
Warfare 2, World Of Warcraft, Demigod, Sins Of A Solar Empire, Civilization IV: Warlords 


Joe >> joe@gameinformer.com 

Handle: The Real American Gamer Expertise: RPGs, Adventure, Action, Strategy, Puzzle 
Interests: Skins (Man, | Did Adolescence All Wrong), The Graveyard Book by Neil Gaiman, 
District B13 (Miller Is Right About This One), Meeting My Game Industry Heroes Dislikes: 
Tutorials Before A Game Even Starts, The Double-Max Prison Section In Riddick (So Much 
Loading!), Not Reading The Republic Of Thieves or A Dance With Dragons Current Favorite 
Games: Final Fantasy XIII, Muramasa: The Demon Blade, Infamous, The Dishwasher: Dead 
Samurai, Punch-Outl!, Sacred 2: Fallen Angel 


Miller >> miter@gameinformer.com 

Handle: The Once And Future Gamer Expertise: RPGs, Action/Adventure, Fighting, Platform, 
First-Person Shooters, Music, Puzzle Interests: Caprica (I Think l'm Out And You Pull Me Back 
In), District ВІЗ (How Had | Not Seen This Awesome Movie?), The Plants Vs. Zombies Theme 
Song And How It Will Eat Your Brains, Hanging With Uematsu Dislikes: The Loss of Dave 
Arneson, The Words “Ground And Pound" Echoing Endlessly From Ben's Desk As He Plays UFC 
2009 Current Favorite Games: DJ Hero, Final Fantasy XIII, Prototype, The Dishwasher: Dead 
Samurai, Muramasa: The Demon Blade 


Bertz >> mattbertz&gameinformer.com 

Handle: Lord Gamington Ill Expertise: First-Person Shooters, Sports, Action, RPGs, Strategy 
Interests: Punking Reiner (And Bracing For Payback), Black Dogs By Jason Buhrmester, The 
Minnesota Wild Cleaning House, CryEngine 3 (Look Out Unreal Engine!), Reminiscing With 
Battlefield 1943, Mastodon – Crack The Skye Dislikes: HBO's Current Lineup (In Treatment 
‘And No. 1 Ladies’ Detective Agency? [Cancels Subscription], Paltry 3G iPhone Battery Life, 
Waiting For Red Dead Redemption Current Favorite Games: Left 4 Dead, Resident Evil 5, 
Guitar Hero Metallica, Infamous 


Ben >> ben@gameinformer.com 

Handle: Your Friendly Neighborhood Gamer Expertise: Action/Adventure, Action/RPGs, 
Platform, Survival Horror, First-Person Shooters, Racing, Stealth Interests: Plants vs. Zombies 
Songs, Me And Bryan's Unstoppable Ground And Pound Strategy In UFC, Sunshine, The 
Upcoming Fame Remake Dislikes: Getting Dorkily Excited About A Fame Remake, Losing All 

My Game Saves (I Want My Xbox Back, Mr. Burglar), Galactrix's Insistence That | Play Its Hacking 
Minigame Over And Over Again Current Favorite Games: Resident Evil 5, Puzzle Quest: 
Challenge Of The Warlords, Peggle, Final Fantasy XIII, Empire: Total War, X-Men Origins: Wolverine 


Bryan >> bryan@gameinformer.com 

Handle: The Gamer's Advocate Expertise: Action/Adventure, RPGs, Survival Horror, First- 
Person Shooters, Rhythm Interests: The Elvis Burger At Grumpy's Bar & Grill (Beef, Bacon, And 
Peanut Butter. . Plus Extra Peanuts), Rewatching The Beatles Anthology Before The Rock Band 
Game Comes Out, The Unstoppable "Ground And Pound" Dislikes: Accidentally Watching 

10 Minutes Of No. 1 Ladies’ Detective Agency, Waiting For The Amazing Scott Pilgrim Movie 
(Sweet Bastard, | Hope There's A Game) Current Favorite Games: Punch-Out!!, Boom Blox 
Bash Party, Final Fantasy XIII, Batman: Arkham Asylum, Resident Evil 5, Patapon 2 
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Candid Photos From The Seedy Underbelly 
Of The Video Game Industry 


1 Meagan chills with the Naughty 
Dog crew 2 Reiner hangs with @ # 
OnLive's Tiffany Spencer and m t 
Bethesda's Todd Howard 3 THQ's | 
Jaime Jensen referees as Neven 
Dravinski puts a wicked arm bar 
on Ben while demonstrating UFC 
2009 Undisputed 4 Nick enjoys 
the great outdoors with Bender 
Helper's Stacy Miles and Deep 
Silver Vienna's Martin Fillip 5 Miller 
represents Run-DMC-style with 
RedOctane's Doug McCracken 

and Activision's Will Townsend in 
memory of Radio Raheem (R.1.P.) 
6 Legendary Final Fantasy com- 
poser Nobuo Uematsu has a slight 
disagreement with Arnie Roth, the 
conductor of the “Distant Worlds: 
Music From Final Fantasy” con- 
cert series 7 This picture of Golin 
Harris’ Andrew Kelly, Meagan, 

and Nintendo’s Nate Robinson 

has not been hilariously altered 
using the Nintendo DSi in any way 
8 Nintendo's Nate "Dogg" Williams 
and Andy Mac hang in the ultra- 
exclusive Game Informer kitchen 
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Hey, I'm a new subscriber and I just 
received my first issue ever of Game 
Informer. 1 was sitting in the living room 
reading your work when a question struck 
me: How much money would a current 
issue of Game Informer be worth 50 years 
from now? 


Sergio Escobedo Jr. 
via email 


Well, that depends. A number of factors 
can affect resale value. Are any of the 
pages bent or torn? Is the cover dam- 
aged at all? Have you spilled any liquids 
on the magazine? If you answered "no" 
to all of those questions, and if you can 
manage to keep the issue in pristine con- 
dition, you might be able to get between 
25 cents and a dollar for it in 50 years. 
Unless you've crammed a bunch of gold 
between the pages somehow. Have you 
done that? 


| only recently got the "New Xbox 
Experience" for my dashboard. While 1 was 
looking at the new features | found the 
one where you could install games to the 
hard drive. My buddy and | were talking, 
and we figured that if you went to rent a 


12 GAME INFORMER 


1 am thankful 1 had the chance to play 
through the original BioShock. Not 
because it was a great game (though 
it was), but because if | hadn't, your 
cover story on BioShock 2 would have 
ruined the entire experience for me. 

1 don't think you left out a single plot 
twist from the first game. | feel bad for 
anyone who read that without having 
experienced the game for themselves, 
because they won't be able to enjoy it 
in the the same way anymore. 


Jason Roan 
via email 


video game you could just install it on the 
hard drive and then take it back, paying only 
a fraction of the game's cost. | personally 
haven't tried this yet — does the 360 have a 
blocker that prevents you from pulling it off? 


Zachary Vasquez 
via email 


Sorry, Zachary. It doesn't work like that. 
Only certain files from the disc are copied 
over to your console's hard drive in order 
to ease loading and make the game play 
smoother. Even after installation, you still 
need the disc to play. 


Off 


| am a fan of your Impulse page. | have a 
question for you, though. | want to know 
how you feel about Microsoft and develop- 
ers jacking up the prices on most Arcade 
games. It seems like 1,200 points is the 
new 800, plus they have already started to 
charge 1,600 on select titles. This seems a 
little ridiculous to me. 


Jim Gabriel 
via email 


Charging more money for downloadable 
games isn't inherently bad. We see no 
reason to complain about a shifting arbi- 
trary standard as long as gamers are still 
getting their money's worth. Xbox Live 


Ive wanted to ask so many development teams 
over the years if anyone on the team truly 
believed that the piece of crap they just released 
was actually playable. 

Tanooki 


Silicon Knights. Eternal Darkness will forever 
live on in my dreams as a beautifully created 
nightmare. Why haven't you made a sequel, or 
at least built off the premise or the mechanics the 
game introduced? 

Glasses 


‘Visual Concepts. When EA's NFL deal is over, will 
you guys go right back to where you left off? 
DollMeat_TestSteak 


Harmonix. When Frequency and Amplitude 
didn't really perform well at retail, were you 
afraid the rhythm genre would never catch on? 
At the time could you even envision the success 
and influence the Guitar Hero and Rock Band 
franchises would achieve? 


We try to avoid printing major spoilers, 
especially when they aren't absolutely 
necessary. However, we make rare excep- 
tions. In the case of BioShock 2, part of 
understanding what makes the sequel so 
compelling is the context from the origi- 
nal. Returning to Rapture is only exciting 
if you know what happened there before. 
Andrew Ryan's fate is a defining element 
of the setting, and mentioning the first 
game's big twist is necessary to address 
how the team at 2K Marin plans to keep 
players guessing with the sequel. All of 
those things aside, the original BioShock 


Arcade titles like Portal: Still Alive and 
Castle Crashers are a steal at 1,200 points 
(which amounts to $15 in non-stupid 
currency), given the quality and amount 
of content they offer. However, it does 
feel like certain titles are trying to pull 

a fast one on unsuspecting gamers. For 
instance, Watchmen: The End is Nigh is a 
rip-off at 1,600 points, but someone was 
clearly hoping the high-profile license 
would sucker gamers into shelling out 
the big bucks. Ultimately, you have to 
take each game on its individual merits. 
Download trial versions and judge a 
title’s value for yourself. If people aren't 
downloading games at high price points, 
that’s going to send a message. 


THE QUESTION: 


came out over a year and a half ago. If 
you still haven’t played the best game 
of 2007, and have somehow managed 
to avoid spoilers for such a widely dis- 
cussed and analyzed title, you probably 
know better than to read a 10-page fea- 
ture on the next entry in the series. 


At first, | was absolutely elated to hear about 
the idea behind Zipper's efforts in MAG. Lets 
face it; even excellent games such as Call Of 
Duty 4 fail to deliver an experience remotely 
close to true modern warfare. However, | 
have one concern: Is Zipper's ingenious 
innovation going to fall prey to the nature of 
online gaming? Based on my prior experi- 
ences, the gamers you find online are idiots 
who try to Rambo it up in matches. This 
makes the dream of a realistic modern war- 
fare impossible. Is my concern unfounded? 


Adam C. Smith 
via email 


Your concern is not unfounded, but it is 
one that multiplayer designers have got- 
ten better at addressing. No matter what 
game you're playing, there are always 
people who disrupt the experience. While 
developers don't have the power to direct- 
ly ensure that everyone is playing "right," 
they can control the foundations of the 
game in order to encourage certain play 
styles. For instance, a lone wolf in MAG 
who breaks off from the group and runs 
guns-blazing into a group of enemy sol- 
diers will get a little bit of experience for 
each kill. However, staying with the squad 
and taking a control point per your com- 
mander's orders has a much larger experi- 


Send your comments to Game Informer. Snail Mail: Game Informer Magazine • Attn: Dear GI • 724 North First St., 4th Floor • Minneapolis, MN 55401 Email: deargi@gameinformer.com 


If you could ask one video game developer a question, who would it be 


and what would you ask? 


a demand: "Give us a new Xenosaga!” 


| would ask Tim Schafer his feelings on creative 


in favor of the next comfortable sequel. 


Gabe Newell and Valve. When and how did the 


subradlegB4 idea for Steam come about? 


forsberg!785 


Hey, BioWare! Where the hell is Knights of the. 


Old Republic 3? 


Dreadravene 


Monolith Soft, but it won't Бе a question. itll be 


Xenosege freak 


and original IPs geting shafted, like Psychonauts, 


DanleBunny 


Psychonauts 


Do you want to make your voice heard? 
Weigh in with your opinion at wwwegameinformer.com/forums. 


©2008 Wm. Wrigley Jr. Company. 5, Lush and Stimulate Your Sese m NS IE Jr, Company. 
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Ever tried GUM? 
Stimulate Your Senses 


ence payout. This means that the biggest 
rewards can only be gained through 
strategy, coordination, and cooperation. 
Players who aren't interested in that 
approach will likely get bored with their 
lack of progression and quickly move on. 


Not Hurting Anybody 


| really enjoyed David Smith's “Wasting the 
Day to Play: Does Gaming Need a Defense?" 
in issue 192. Video games have been a big 
part of my life since ! was a kid, and in my 
four years in college they have been a great 
way to spend time with friends. It just seems 
strange to me that people are so quick to 
point out all the negative aspects of spend- 
ing a night or afternoon playing video games, 
especially in comparison to more expensive 
and mind-altering hobbies. 


Will Xenos 
via email 


David Smith made some good points in his 
opinion piece ^Wasting the Day to Play: Does 
Gaming Need a Defense?" What was once 
a hardcore gamer's hobby, kid's activity, or a 
waste of time has now become a hobby for 
all ages, races, and backgrounds. When we 
are not working at our jobs or spending time 
with loved ones we want to do something 
fun with our free time. Men and women 
could be watching their favorite TV shows. 
They could be watching movies. They could 
even be out at bars and clubs until the wee 
hours of the morning. Yet we are at home, 
staying out of trouble, and doing something 
entertaining. What's wrong with that? 


Drew Ross 
via email 


I'm an employee at a game retailer, and hav- 
ing just read the “Wasting the Day to Play" 
piece, and ! wanted to share just how much 
gaming is trivialized right in my face every 
day. It seems as though games are no longer 
entertainment to many parents or uninterest- 
ed (yet strangely opinionated) customers. My 
colleagues and ! strive to be knowledgeable 
and informed, but some people will ask us a 
question about a game one minute, and the 
next they are telling us that video games are 
a waste of our lives. Mind you, they are doing 
this while standing in a video game store. It 
isn't just the hypocrisy that bothers me; | wish 
more people understood the frustration of 
dedicating so much time and effort to some- 
thing only to have it sneered at. 


Ed Booth 
Waterbury, CT 


Since we're a video game magazine, we 
weren't surprised to discover our read- 
ers are enthusiastic about video games. 
Similarly, you shouldn't be surprised we're 
printing these letters illustrating that 
enthusiasm. It may be preaching to the 
choir, but gaming doesn’t need a defense, 
and talking about gaming doesn’t always 
need to have a point. 
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COLLIN 
CHRISTENSEN 


Leon Kennedy ren- 
dered in magazine 
dippings, eh? It's 
certainly better than 
the Sheva sculpture 
Miller made from 
hair clippings 


| NICK JABLONSKI 


Though he can pull off a classic 
Kool-Aid Man maneuver, this Big 
Daddy is less of a hit at parties 


Send to: 
Game Informe 
Reader Art 

4 Ist S 
Ath Floor 


Mpls, MN 55401 


BOBBY WHITNEY 

Anyone who thinks Raphael is 
not the coolest Ninja Turtle is 
either a moron or Michelangelo 


So...Master Chief loves hamburg- 


ers, but he's about to get stabbed? 
It makes perfect sense 
SAMUEL HERNANDEZ 
Somewhere, an athletic supply shed is 
missing a pair of emo shoulderpads 
CORRECTIONS: 
In the Connect story entitled "Fours a Crowd?" in issue 
193, Game Informer stated “опе way OnLive is бо 
to combat lag is by limiting online multiplayer to. rog onal 
servers.” In the press conference we referenced, OnLive 


‘founder Steve Pearlman was. ee the al to 
have large geographic LAN parties, which are restricted 

by region. Rearden stresses that this does not preclude 
competitive online multiplayer across the country, which 
OnLive offers in tandem with regional LAN parties. In our 
feature on MAG in the same issue, we incorrectly spelled 
Zipper lead designer Andy Beaudoin’s last name. Lastly, the 
UM for A Boy and his Blob in that issue should have 
listed WayForward Technologies as the game's developer. 
and Majesco as the publisher. We apologize for the errors. 


“чаго. 
Ight for America. Fight for Japan. Re 


P, Lead28 historic & "what if" т 


100 War яе 


92119 ability to blend exc 
FK rn. 


Alcohol and Tobacco Reference Inter Pu j cti (visión of Warner Bros, Home 

Т irks of Eldas interactive Ltd. All Rights Reserved. Microsoft, 
Mild Language f Xbox LIVE and the Xbox logos are trademarks of the Microsoft group of 
Mild Suggestive Themes М е ‘Games tor Windows and the Windi sta Sta t button se used under license from Microsoft. The rating icon is a 
Violence ic чы of the Entertainment Software Риа 


ESRB CONTENT RATING www.esrb.org | Weie Loco, WB SHIELD: ™ & © Warner Bros. En 


(09) 


for Windows 


CONNECT 


The Cutting Edge 


Game Informer Looks 


At Console Lifecycles 


The current generation of consoles is in full swing, 
but how long will it last? Traditionally, a console 
generation lasts five years, but all the console man- 
ufacturers are talking about a longer cycle this time 
around. Whether that happens or not depends on a 
number of factors. 
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Breaking News, Views, And Technology From 


Of Gaming 


The Long Road 


For many reasons, having a longer console generation this time around makes 


sense. With systems costing more to make, 


а longer cycle allows console 


manufacturers more time to recoup their investments. This is especially impor- 
tant because it takes years to get to the point where they've refined production 


techniques sufficiently to stop losing money 


the best interests of the manufacturers. This 


on each system sold. 


In the current economic climate, squeezing the most out of a console is in 


may be particularly true seeing as 


how both Sony and Microsoft have losses in other divisions of their company to 
make up. Evan Wilson, senior research analyst for Pacific Crest Securities, says 


it's also a personnel issue. "I'm going to gue 
of 


55 that within the massive amounts 


layoffs that have happened within Microsoft and Sony, there have been R&D 


[research and development] people working on the game initiative" 


Publishers and developers of games — the lifeblood of any platform — also 


have a vested interest in longer console lifespans. The more time spent with 
a system the better acquainted they become with it, and the more they can 
utilize the power within. Having to start over on a new system when you 
haven't even gotten the most out of the last one is a change of direction that 


eats up resources. 


These days, with all three systems receiving updates via downloads, the pos- 
sibility of a longer-than-normal console generation becomes even more likely. 
“We have already proven that we don't need to release a new console in order 
to significantly enhance the gaming and entertainment experience," explains 


Albert Penello, Xbox senior director of global 
competitors, whether it's Sony adding more 


marketing. This is also true for his 
cross-functionality between the PS3 


and PSP or Nintendo building on the Wii after its release with new channels 


and memory storage options. 


Sony's head of marketing, John Koller, believes it's all in the hands of the 


consumers. "It's less of a Sony dictate, and i 


it's more of where we see the con- 


sumer demand curve landing — and we expect that to be a ten-year plus curve. 


That's the way consumers are moving" 


The Future Is Now? 


Wilson believes that gamers are the ones wl 
console cycle. “I think this industry is obviou: 


ho benefit from having a shorter 
isly driven by the enthusiasm of the 


gaming public,” he says. “While there are people who will be satisfied with their 


PS3 games in the their tenth year, there's a 

that like to see the new innovation.” 
Moreover, Wilson believes that even with 

nomic forces could force a more traditional 


Iso a significant group of gamers 


the industry's healthy sales, eco- 
lifespan. “1 could paint a scenario 


that in 2010, we would have declining software on the platforms that represent 
maybe over 50 percent of industry sales. Even if we get growth out of the 
PS3 and Wii, | think that people looking at the industry at large may say to 
themselves, ‘Shoot. It's starting to look like we need a catalyst!” That catalyst, of 


course, is a new system. 


Here's where Wilson thinks gamers come in. "Is that hardcore gamer who 
brought a 360 in 2005 going to be spending as much money on games in 


2010 or 2011? You may be losing your aud 


ience to other forms of entertain- 


ment. That's not something that | think we've really started a discussion about" 


When Will The New Systems 


Come Out? 


None of the console manufacturers would divulge their current plans, but some 
facts are known. Microsoft has already approached publishers and developers 
about the next platform. What this tells us about how far along in the process 
the system is remains to be seen. Wilson says Sony is in a similar place, and 


that it's early in the game. 


"The publishers have said that they haven't received any reference materials 
on the next consoles yet. Typically they do at least two years before the launch, 
so given it's the beginning of 2009 I think the earliest you'd see these would 
be the end of 2011. | think the most likely scenario is that we get at least one 


new console sometime in 2011 and 2012” 


Of course, that's roughly the earliest we would see any new systems, which 
puts us on a timeline that eclipses the normal five-year cycle. How long after 


that it goes is anyone's guess. 


MICROSOFT XBOX 360 


Released: November 22, 2005 
Approximately 28 million units 
sold worldwide 


Current Position: 


With last year's price drop spurring bigger sales, 
Microsoft has largely achieved what it set out to do 
with the release of the system: Make the 360 a sig- 
nificant force in the console landscape and capture 
the online mindshare with Xbox Live. Given this, it 
is unlikely that the company would cash its chips in 
early and release another system before the 360 
fully runs its course. However, the wildcard in this 
thinking could be the console's hardware failure 
rate. The red ring of death could literally kill the 360 
if gone unchecked. 


NINTENDO Wii 


Released: November 19, 2006 
Approximately 50 million units 
Sold worldwide 


Current Position: 


As the undisputed sales leader of this hardware 
generation, Nintendo would seemingly be in no 
hurry to make a successor to the Wii. However, 
given that the console has considerable graphi- 
cal ground to make up on its competitors, it's not 
inconceivable that Nintendo could put out a Wii 
1.5 capable of HD graphics. Rumors have already 
circulated about such a device coming in 2011. 
Moreover, although the Wii is a phenomenal 
sales success, Nintendo president Satoru Iwata 
recently revealed during a speech to the Foreign 
Correspondents Club of Japan his belief that in 
Japan in particular, fans might tire of the Wii sooner 
rather than later. “The speed with which people get 
tired of any new entertainment is faster in Japan 
than in overseas markets.” 


SONY PLAYSTATION 3 


Released: November 17, 2006 
Approximately 22 million units 
sold worldwide 


Current Position: 


Out of all the console manufacturers, Sony is in 
the most delicate situation. With the PS3 in last 
place in sales, yet arguably the most powerful 

of the bunch, there are arguments both for and 
against coming out with a new PlayStation and 
starting the next console generation sooner rather 
than later. A price cut and continued first- and 
third-party software support would only give the 
system more shelf life. 


waysTATION 3 


The Company Plan: 


Microsoft expects this console lifecycle to last 
longer than the traditional five-year span, and the 
company believes that regular updates to the 360 
will push its life past that of the original Xbox and 
past the five year mark. 

“Our consumers have made it clear,” says Albert 
Penello, Xbox senior director of global marketing, 
"that they don't want to buy a new device for sev- 
eral hundred dollars every five years in order to get 
the best gaming and entertainment experiences. 
They want one device that can do everything well 
and will grow with them as their needs change. 
We're not even halfway through the Xbox 560 
lifecycle, and we've been able to constantly update 
the system...something that benefits all of us” 


The Company Plan: 


Nintendo officials did not talk to us for this article, 
but in 2007, president Iwata stated that manufac- 
turers come out with new consoles because they 
need a "new weapon in the fight against other 
consoles" He then added, "But today's situation 
is such that we are not desperate for any new 
weapons at all” 


The Company Plan: 


Sony has expressed its firm commitment to a 
10-year cycle for the PS3, and it believes that the 
continuing sales of the almost nine-year-old PS2 
is the model to follow. Whether or not this means 
there is overlap between the PS3 and the next 
System within the PS3's lifetime (such as there 
currently exists between the PS3 and PS2, and a 
model Sony has always followed), Sony head of 
marketing John Koller wouldn't say. 

When we asked Koller if being second out of 
the gate next time around scares them, he was 
confident. "You have to look at what the competi- 
tion is doing, but does it dictate the decisions 
we're making? No” 


THE HOME CONSOLE `: 


TIMELINE* 


*The abridged version 


1972 
* Magnavox Odyssey 


1976 

+ Atari Pong 

* Coleco Telstar 

+ Fairchild Channel F 


1977 
* Atari 2600 


1978 
* Magnavox Odyssey 2 


1979 

* Zircon Channel F 
System II 

* Mattel Intellivision 


1982 

* Atari 5200 

* ColecoVision 

+ Mattel Intellivision II 


1985 
+ Nintendo 
Entertainment System 


1986 
* Atari 7800 
* Sega Master System 


1989 
* NEC TurboGrafx 16 
* Sega Genesis 


1991 

* Super Nintendo 
Entertainment System 

* SNK Neo-Geo 


1992 
* NEC TurboDuo 


1993 
* Atari Jaguar 


1994 
* SNK Neo-Geo CD 


1995 
* Sega Saturn 
* Sony PlayStation 


1996 
* Nintendo 64 


1999 
* Sega Dreamcast 


2000 
* Sony PlayStation 2 


2001 
* Nintendo GameCube 
* Microsoft Xbox 


2005 
* Microsoft Xbox 360 


2006 
+ Sony PlayStation 3 
+ Nintendo Wii 
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DATA FILE 


More News You Can Use 


EA KEEPS MADDEN 

Longtime football color commentator and 

ex Raiders head coach John Madden has retired 
from television, but EA sports says his relation- 
ship with the company will continue. "We're 
excited to see his legacy live on in the 2151 year 
of Madden NFL football,” says Peter Moore, 

EA Sports president. Although the company’s 
flagship football franchise bears Madden's 
name, his presence in the games themselves has 
declined in recent years. 


МАРОЕМЇ 


НА. ОЕ FAM 


© Before this Hall of Fame edition, 
the last time Madden was on his 
cover was for Madden 2000 


NEW 360, NEW WARRANTY 

For a limited time, Microsoft is offering an Xbox 
360 Elite Game of the Year bundle that includes 
the 120GB hard drive system with Halo 3 and 
Fable Il. The Elite normally costs $399 on its 
‘own, but for the same price here you get the 
games as well. If you're worried that this new 
360 will die like all the other 360s you've owned, 
at least Microsoft has extended its three-year red 
ring of death warranty to include the new E74 
hardware failure. 


CODEMASTERS WAVES GREEN 


FLAG ОМЕТ 

Racing experts Codemasters landed the official 
F1 license covering all the teams, drivers, and 
tracks. Unfortunately, the only F1 action we'll 
see this year is on the Wii and PSP (shown) this 
fall with F1 2009. The company says that F1 2010 
won't be available for Xbox 360, PS3, and PC 
until the middle of next year. 


BATTLEFIELD 1943 PC DELAY 


EA and developer DICE delayed the PC version 
of Battlefield 1943 from a June release into 
September. The $15 digital download game is 
being pushed back due to the vagaries of using 
the game's Frostbite engine on the PC. 


T 5 
NEWEST FROM PROJECT 
GOTHAM STUDIO 


Gamers were surprised when Microsoft let 
Project Gotham developer Bizarre Creations. 
go to Activision. Now, early word from French 
magazine Joypad has surfaced on what the 
developer is working on: a vehicular combat 
title named Blur. 
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HIGH FIDELITY 


NINTENDO'S Wii MOTIONPLUS 
OUT THIS SUMMER 


e've all had moments when using the Wii remote and 
үү nunchuk where we wanted a greater degree of control. 

That control arrives on June 8 with the release of the Wii 
MotionPlus peripheral for $19.99. 

You can still play any Wii title without it, and there will be no 
backwards compatibility for titles already out that don't support the 
unit. Sega's Virtua Tennis (out May 19) is the first game that uses Wii 
MotionPlus, followed by a pair of EA Sports games: Tiger Woods PGA 
Tour 10 and Grand Slam Tennis (both out June 15). 

The fact that Nintendo won't release Wii Resort until July makes 
this feel like a soft launch, and EA Sports senior vice president 
Steve Chiang tells us that being out there with the peripheral before 
Nintendo surprised and worried them a little. "But," he tells us, “1 
think that shows Nintendo's openness to working with third-parties.” 
Chiang also says that availability of the peripheral is a slight concern. 
“For the standalone units, you're going to have to hustle.” 


^ The Wii MotionPlus b \ 
peripheral attaches to the 
bottom of the Wii remote 


DO THEY OR DON'T THEY? 
Not all upcoming Wii games will support Wii 
MotionPlus. Here's a quick list of some upcom- 


HOW IT WORKS 
Wii MotionPlus adds three MEMS (micro- 


THE GOOD, THE BAD, THE UGL 


When You Want Your News Categorized With A Sarcastic Editorial Spin 


ing games that do and don't use the peripheral. electro-mechanical) gyroscopes that allow 


games to determine the Wii remote's ori- 


The Bigs 2 NO entation and rotation in 3D space. The Wii QU 0 | E 
remote itself uses just an accelerometer to 

Boom Blox Bash Party NO facilitate motion control. Referring to the 

Conduit NO old Wii remote, Jason Shenkman, senior The Wii is in the most unhealthy condition since 
producer for Tiger Woods PGA Tour 10 uL 

Dead Space Extraction NO on Wii, tells us, "In the past, it really was it hit the Japanese market. 


TBD an accelerometer that you were reading = Nintendo president Satorutwata 


Dirt 2 = 8 
as opposed to an accelerometer and a after a consecutive week sales slump in Japan 
Grand Slam Tennis YES gyroscope. Rotation and orientation were 


NO really difficult to read” Now, he says, “The 


iana J d the Staff of Ki i 
Indiana Jones and the Staff of Kings gyroscope allows us to read that rotation 


Madden NFL Football 2010 NO perfectly, not just when you start your 

Marvel Ultimate Alliance 2 NO аа Ат ае d 
Muramasa: The Demon Blade NO very near 100 percent accurate" 

NBA Live 10 TBD 

Need for Speed Nitro YES 

Overlord: Dark Legends NO п The Wii MotionPlus | 
Punch-Out! NO gos this years 


Tiger game to utilize a 
more accurate puttin; 


Teenage Mutant Ninja Turtles: Smash Up NO 


mechanic Ө, 


Tiger Woods РСА Tour 10 YES 

Virtua Tennis 2009 YES Two M-rated games on Nintendo platforms - Grand 
Theft Auto: Chinatown Wars and Madworld 

Wii Resort YES (shown) - sold poorly their first months on shelves. 


Chinatown Wars sold just 89,000 units on the 
DS, and Madworld only 66,000 on the Wii. We're 
disappointed more people haven't picked up 


Hardcore gamers, please avert your eyes... 
Developers Traveller's Tales and Harmonix are 


B Wii Resort 


HAPPY these standout titles. It's hard to lobby for more teaming up for LEGO Rock Band this holiday on 
TOGETH ER game diversity on Nintendo systems – third parties the 360, PS3, Wii, and DS. Looks like the Guitar 

è already have a hard time on the platform - when Hero franchise isn't the only one being beaten into 
Right off the games like these aren't supported better. the ground. 
bat, the Wii 
MotionPlus will 


be offered in two 
different bundles. 
EA Sports is pair- 
ing the peripheral 
with Tiger Woods 
PGA Tour 10 for 
$59.99 when the 
game releases 
on June 15. Nintendo is putting together its 
own bundle on July 26, for $49.99, when Wii 
Resort hits shelves. 


Its a straight up DJ battle between DJ Hero 
publisher Activision and competing game Scratch: 
The Ultimate DJ (shown. See last issue for our 
preview). Activision bought cash-strapped Scratch 
developer 7 Studios, which prompted its publisher 
Genius Products to sue Activision claiming that the 
company was trying to sink the game. Although a 
Los Angeles court judge ruled that Activision is free 
to own 7 Studios, it can't block Scratch's source 
code from returning to Genius so someone else 
can finish the game. Activision has denied any info 
sharing between itself and 7 Studios in regards to 
‘Scratch. For more on DJ Hero, check out our feature 
on page 46 


STUPID 


Video game legend Will Wright is leaving Electronic Arts to head up 
Stupid Fun Club, which will develop new IP across games, movies, toys, 
and more. EA owns part of the club, and retains the right to develop 
any games that come out of the venture. Wright is also still involved in 
helping with the Spore franchise. 


Flogging the dead horse that is Interplay could be 
in everyone's best interests, if our fourth-grade 
lawyer logic is correct. Interplay, which had a deal 
with Bethesda to develop an online Fallout project, 
has failed to do so in the time allotted in a deal. 
Now it looks like the rights for a Fallout MMO title 
are going to Bethesda — which opened up its own 
MMO studio in 2007. Right now, the different sides 
are hashing things out, and hopefully we'll soon 
be hearing about a result in Bethesda's favor and а 
Bethesda-made Fallout MMO to boot. 


NOT FOR EVERYONE 

Despite the fact that Wii MotionPlus improves 
the motion-sensing fidelity of the Wii Remote, 
not all developers are going to include it in 
their games. When we ask EA Sports senior 
vice president Steve Chiang if there was an 

EA Sports mandate to use Wii MotionPlus, he 
replies, “We've been doing more on what's right 
for each вате" 

Eric Nofsinger, chief creative officer for The. 
Conduit (shown), says that the team at devel- 
oper High Voltage actually created a melee 
weapon for the FPS that utilized Wii MotionPlus, 
but had to scrap it due to time constraints within 
the development schedule. Nofsinger says they 
were excited about the peripheral, but "found that it didn't offer a notable improvement to the input 
mechanisms of our primarily ranged combat game” 

Likewise, Steve Papoutsis, executive producer for Dead Space Extraction, says that not all games or 
genres would benefit from Wii MotionPlus. “The core mechanics of Dead Space Extraction utilize the 
camera on the standard Wii remote to detect relative position of the sensor bar, which is used for the 
placement of the game reticule for aiming. These mechanics would not benefit from the additional 
information provided by the MotionPlus, as we only need to know where the player is aiming" 
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connect download 


Impulse 


> ву MATT MILLER 


I started this month with a pretty empty slate of new titles to explore, and I was a little worried about filling 
this page. Suddenly, over the last few weeks there was an explosion of new title announcements across several 
genres and platforms. This special expanded two-page edition of Impulse looks at the most promising new 


titles, most of which should be available for download before the end of the summer. 


Final Fantasy IV: The After Years 


WiiWare 


The sequel to the definitive classic 
role-playing game is exactly as it 
sounds. Cecil and Rosa have ruled 
the Kingdom of Baron for 17 
peaceful years, and now their son 
Ceodore steps into an adventure 
of his own. The second moon 

has once again circled near, a 
monsters begin appearing with 
alarming frequency. A new battle 
system allows for true four-player 
multiplayer, with new combination 
attacks that involve multiple char- 
acters acting in concert. Changes 
in the lunar orbit also affect the 
powers of both the heroes and 
the monsters. Word is the game is 
being set up for episodic releases, 
with an initial release sometime 
in June. 


Soldier: Your father, King Cecil, achieved knighthood 
by passing this trial himself. 


Star Trek D-A-C 


PlayStation Network, Xbox Live Arcade, 


No big retail game release is accompanying the J.J. Abrams Star Trek 
reboot, but Naked Sky Entertainment has put together an arcade 
space combat title that may meet fans’ hopes. Abandoning the 
slow-paced strategy affairs of many Trek games, Star Trek D-A-C is 
unabashedly fast paced, focusing on 12-person online battles where 
each team adopts one side of the conflict between the Federation and 
the Romulans. The war plays out in the expected team deathmatch 
sessions, as well as more strategic modes like Assault and Conquest, 
where players defend sectors or take over control points throughout 
space. The game hits Live Arcade first shortly after the movie launch — 
PSN and PC releases are expected soon thereafter. 


Super Meat Boy Vandal Hearts: Flames of Judgment 
Meat Boy began as a Flash title on newgrounds.com, and now it's headed to Konami's long-dormant strategy series gets revived in this prequel story, which Atlus premiers its first downloadable title, Droplitz, late this spring on Live Arcade, 
WiiWare. The bizarre 2D action game stars a cube of bloody meat out to save his is coming to Xbox Live Arcade and PSN near the end of the summer. Turn-based PSN, and PC. Rotating pipe-filled dials channel liquid droplitz along the desired path. 
girlfriend (who is made of band-aids) from her kidnapper, a suit-wearing fetus. Indie — strategy is a rarity in the downloadable space, and Vandal Hearts certainly has the Think Tetris with water instead of blocks, and you get the picture. 
favorites Tim from Braid and Alien Hominid make special guest appearances! pedigree to warrant a look. 


naortunm2Zzo 
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Battlefield Heroes 


PC 
EAs free-to-play Battlefield game is nearing n. sif 
completion, and | recently shot through several 
hours of the beta. You can dive right in once 
you download the game and set up an account. 
Multiple character classes include heavy gun- 
ners, stealth fighters, and support builds. The 
action is fast and cartoony; characters fling sticks 
of dynamite with abandon, and riding the wing 
of your buddy's plane is a great way to cross 
the level. As you help your team to victory, an 
XP system constantly runs in the background 
and accumulates based on individual mission 
goals you set, such as killing a certain number 
of enemies with a given weapon. If you enjoy 
the game, you're still likely going to give EA your 
money; microtransactions allow you to “rent” 
weaponry and skills for extended periods as you 
play. Even if that irks you, the core package is 
solid, and you can't beat the entry price. 


Marvel vs. Capcom 2 
PlayStation Network, Xbox Live Arcade 


As much as it may enrage your buddy who just spent $100 last month buying a used copy of the origi- 
nal, the classic 2D fighter is finally headed to Live Arcade and PSN. An absurd 56 playable characters 
show up to the fight in MvC 2, all displayed with an optional visual filter that makes them look even bet- 
ter than in the original release. The likes of Spider-Man, Iron Man, and Wolverine throw down with Ryu, 
Mega Man, and Jill Valentine in huge three-on-three team matches, which can be now be played online 
for the first time. With a slightly simplified control scheme over the traditional six-button Street Fighter, 
Marvel vs. Capcom 2 typifies the high-energy 2D fighter — easy to access for new players, but with 
enough depth and character-mixing strategies to keep longtime players fascinated. 


Ы? 


Trash Panic Yosumin! Live 


As endless piles of trash accumulate in your rubbish bin, you must arrange, smash, А rare puzzle release from Square Enix, Yosumin is all about finding like-colored 
blocks around the board in a box formation. Highlight them, clear the box, and get 


burn, and biodegrade the items to make sure the trash gets taken out. This eco- 


friendly PSN exclusive has a quirky charm and plenty of challenge. points for bigger boxes. Rinse. Repeat. Get addicted. 


Plants Vs. Zombies 


Until | played it, | wasn't sure what to make of this new game from 
PopCap, the makers of addictive puzzlers like Zuma, Bejeweled, and 
Peggle. It turns out the title is highly descriptive; you play as an army of 
protective plants, stationed in the back yard as zombies try to breach 
your defenses, enter the house, and eat your owner's brains. Riffing off 
the tower defense formula, the simple premise draws you in and won't 
let go as the set up grows more complex with each passing level. | 
scoffed at how simplistic the game was right until | looked at the clock 
and realized | hadn't moved in three hours. Night and day cycles alter 
the required strategies, and a nefarious new zombie type shows up for 
every new plant you unlock. My favorite is the Michael Jackson-style 
Thriller zombies, who dance across the yard in search of brains. The 
game's a blast, but be warned of the infectious theme song. It will 
never leave your head. Ever. 


N ĝ BS. 


This clever multiplayer-focused action game is equal parts cute and 
gory. The premise establishes the blue and red teams on opposite 
sides of a large map, each ensconced away in fortresses. Teams begin 
the game having kidnapped the opposing team's princess. While she 
waits in the dungeon, you can feed her copious amounts of cake to 
fatten her up and make her more difficult for the opposing team to 
carry away. During the quest to save your princess, you swap between 
five character classes, like the Ranger and Mage, each of which has its 
own tactical advantages. Battles are frantic and bloody, especially when 
you get a full squad of 32 players scampering about the field. | spent 
several nights running through the beta, and | had a blast. 


WarioWare: Snapped! 
Perhaps the most impressive of the DSiWare titles for Nintendo's new handheld, 
WarioWare takes full advantage of the built-in camera in its wacky minigames. See 
that shadowy face and hands in the screens? Yeah, that's you. 
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FROM CODE TU 


Anyone familiar with Sonic the Hedgehog knows that the 
mythos of Sega’s mascot doesn't exactly have a Silmarillion- 
like depth. However, according to a comic published just 
prior to the original 1991 Genesis title, the blue blur's his- 
tory is more bizarre than one would ever imagine. 

As the comic tells it, Sonic was originally a brown hedge- 
hog who turned blue after he broke the sound barrier (on a 
treadmill, no less). Dr. Robotnik was once a kindly scientist 
called Dr. Kintobor (Robotnik backwards), whose noble 
aim was to rid Planet Mobius of all evil. The good doctor 
invented a giant evil-sucking machine powered by Chaos 


RELEASE: 1982-1980 


During Atari's 2600 heyday, the publisher 
teamed up with DC Comics to produce a short 
tun of books called Atari Force. Written by 
industry legends Gerry Conway (longtime The 
Amazing Spider-Man writer and co-creator of 
the Punisher) and Roy Thomas 
(onetime Marvel EIC known for his 
runs on The Uncanny X-Men and 
The Mighty Avengers), Atari Force 
books were packed inside some of 
Ataris more popular titles, such as 
Defender, Star Raider, and Galaxian. 
The book's story followed a group 
of multinational heroes who trav- 
eled through dimensions looking for 
a planet to inhabit, since Earth was 
facing ecological devastation. The 


comics had loose ties to a variety of The Atari Force comic actually came 
Atari's trademarks, and became so full circle when it inspired the creation of 


popular that they spawned a short- а coin-op arcade game called Liberator. 
Characters in the game were pulled from the 


lived monthly series still sought by comic which had originally been created to 


collectors today. showcase Atari games 


SONIC: MAKES GOOD 


VIDEO GAMES’ ADVENTURES IN THE NINTH ART 


Emeralds and gold rings, but when Sonic spilled soda pop on 


the device, it exploded, and all its stored evil escaped into 
Kintobor, driving him mad. 

Comic books give us a chance to explore our favorite 
virtual worlds in ways not possible on a console. However, 
sometimes it can make us feel like we’re staring into a 
parallel reality where our favorite characters aren’t quite 
as we remember them. We combed through our long boxes 
to find the most notable gems - the best, the worst, and 
the oddest video game comics ever published. 


жы 


ыш 
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Though Sonic's comic roots started as а laughable backstory, he finally 
found his place. In 1993, Archie comics approached Sega about doing a 
Sonic comic. Even though the project was originally based off the ‘90s car- 


toon show, the comic actually came 
out first, leading many to believe that 
the show was based on the comic. 
More than 15 years later, this series 
is still running strong with a solid 

fan base. It holds the world record 
for being the longest-running comic 
based on a video game. 
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Vide9 саме STARS IN THEIR COMICS DEBUT! 


RELEASE: 1983 


In addition to its Atari Force line, Atari 
also made comics based on titles like 
Yars' Revenge and Centipede. The 
single issue of Centipede told a story 
revolving around a village of elves. 
When an evil wizard turned most of 
the villagers into mushrooms, the lit- 
tlest elf, named Oliver, had to save the 
day with the help of his animal friends 
Spider, Flea, Scorpion, and of course, 
Centipede. 
Somehow, that's ш 
nothing like 
the story we 
invented after 
looking at the 
art on the side 
of the arcade 
cabinet. 


RELEASE: 1990 


Based on the popular ‘80s cartoon, this five-issue run 
followed the exploits of Kevin Keene, his dog Duke, 
Princess Lana, King Charles, and Pit. For some reason, 
the comic forgot that Simon Belmont and Mega Man 
were a part of the show, and replaced that pair with 
Metroid heroine Samus Aran (who was never featured 
in the cartoon). The comic also humorously introduced 
new characters, such as Samus' insect partner Big 
Time, and included short stories about other Nintendo 
games like Punch-Out!! 


RELEASE: 1990-1991 


Valiant Comics tried to feed off the success of The 
Super Mario Bros. Super Show. This book featured 
famous video game characters like Mario, Princess 
Peach, and Bowser, but also incorporated characters 
from the show such as Stanley the Talking Fish, King 
Toadstool, and Wooster. The comic even created a new 
character, Dirk Drain-Head, a plumber superhero Mario 
idolized. Later, Valiant released a four-issue miniseries 
based on the Game Boy's Super Mario Land titles, in 
which two kids summoned Mario into the real world to 
save them from the evil machinations of the mysteri- 
ous space man Tatanga. 


THE ANATOMY OF A COMIC BOOK DEAL 


The world of video game development is filled with comic geeks, so it's not surprising that many 
game companies want to see their franchises in comic form. However, many video game comics fail 
to live up to their digital counterparts. Why does this happen? Part of the problem might have to do 
with the overcooking process video game stories go through on their way to the newsstand. 

"There are factors that go into creating a video game book that do not factor in to a non-licensed 
book," says Hank Kanalz, vice president and general manager of WildStorm Productions. "You have 


timing issues, license fees, multiple approvals, game story issues — a lot of stuff that wouldn't play a 
role into producing the next issue of Wildcats, X-Men, or Batman." 

Many comic companies build additional fees into their contract deal for game publishers who want 
to make changes and corrections to a book late in the game. In most cases, it's probably good that 
comics companies are given such an excess of game assets. This kind of hand-holding helps pre- 
serve the game property's identity, but it may may hamper creativity. "I'm not even sure how much 
[comic creators] are limited by the property, and how much they are limited by their own ideas of 
being limited," says managing editor of Wizard Magazine Mike Cotton. “Like, ‘I don’t want to get in 
a fight today with this company about doing this story, because this is a licensed property, and | only 
get paid this much to do it.’” Clearly not all comics are created equal. 


Video game delays also cause 
problems with their comic 
counterparts. When Top Cow 
published the Daikatana comic 
11 years ago, the book had to be 
redrawn three times because the 
story and characters in the game 
kept changing 


For years, comic 


publisher Udon has 
released a series of 
| fan-pleasing Street 

Fighter, Darkstalker, 


RELEASE: 1990 
Produced as a giveaway for a convention, Doom may 


be the worst video game comic of all time. Mocked for 
its inaccurate depictions of the game's popular weapons 
and its laughably bad dialogue, the story follows the 
insane quest of the nameless Doom guy as he runs 
through a space station trying to find one big weapon 
after another. Since he never crosses paths with another 
human, all of his dialogue comes across as the ramblings 
of a madman. At one point, his monologue actually 
devolves into a heavy-handed sermon about the envi- 
ronment: "Why can't we find a way to safely dispose of 
radioactive waste and protect the environment? Even if 

| personally stop this alien invasion, what kind of planet 
will we be leaving to our children? And our children’s 
children, and...oh, the humanity!" 


RELEASE: 2007-2009 


Marvel's Halo: Uprising — a comic miniseries intended to 
bridge the gap between the second and third entries of 
Microsoft's blockbuster franchise — was helmed by indus- 
try giants Brian Michael Bendis and Alex Maleev. The 
series showed a lot of promise, and early issues were 
critically well received. After only two issues, conflicts 
between Marvel and Bungie saw the miniseries flounder- 
ing in delay. It took nearly a year and a half for the entire 
four-issue run to reach publication. 


RELEASE: 2008-CURRENT 


Fans who have been reading WildStorm's World of 
Warcraft comic will recognize events and storylines from 
the books as they bleed into events in the online game. 
Blizzard actually has two staff historians — people dedi- 
cated to knowing the Warcraft lore — who ensure the 
property stays true across media. These historians often 
meet with WildStorm's creative team to help plot the 
comic's script. IM IN MI 


and Rival Schools 
United By Fate 
comics, which all 
fit neatly into each 
| franchise's canon 
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Developer Cryptic Studios supplied comic 
publisher Top Cow with a 500-page bible for the 
development of a City of Heroes comic 


The original Sonic comic implied that since 
Robotnik was holding an egg when he got 
zapped with evil energy, he was turned into an 
actual giant egg 
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1Goomba 
(Super Mario) 


The only way goombas could possibly be 
easier is if they somehow stomped on them- 
selves. Displaying no initiative or intelligence, 
they trod along their set patterns just begging 
to be squished. So why are they at the top of 
the list? Because despite their lack of strategy 
and subtlety, they have still managed to kill 
you multiple times...and that's truly pathetic. 


2 Glass Joe 
(Punch-Out!!) 
France may have some 

good things going for it, but 
boxing isn't one of them. 
Pounding the daylights out of 
this Parisian pugilist is one of 
those things that every gamer, 
regardless of skill level, has 
accomplished. With a terrible 
super move and limited ability 
to block, the one and only vic- 
tory of his career was probably 
against a goomba. 


4 The 1990 New England Patriots 
(Tecmo Super Bowl) 


The Patriots lost 15 games in 1990, a dismal season forever 
preserved thanks to Tecmo Super Bowl. Anyone can run 
circles around these chumps. Whether you're sacking poor 
QB Steve Grogan play after play or just intercepting all of 

his weak-armed throws, a match-up against the Pats is a 
free win. 
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Not every conflict in gaming can push 
your skills to the limit. Most enemies 
simply don’t have what it takes to stop 
you; maybe they exist only to teach you 
the controls or to feed you experience 
so you can take on a real challenge. 
Whatever their purpose, gamers trounce 
hundreds of these hilariously inept 

foes without even slowing down. This 
month, Game Informer salutes/ridicules 
the weakest, sorriest, and most pathetic 
enemies ever to stand between gamers 
and victory. 


3 Slime (Dragon 
Quest) 


Try as you might, you just can't 
wipe that smile off a slime's 
face. Their laughable attacks 
and short life expectancy 
should have these gobs 
frowning instead of wearing 

a vacant grin. Maybe your 

pain is funny to slimes...maybe 
they just delight in knowing you have 
to fight hundreds of them every time 
you start a new Dragon Quest. 


5 Grunt (Halo) 


Also known as Covenant 
Comic Relief, grunts are 
filthy cowards who only 
succeed at distracting 
Master Chief with their 
annoying voice and lack 
of combat prowess. 
Running away at the first 
sign of trouble, grunts are 
more of a bother than a 
thrill to destroy. It's hard 
to feel cool while shoot- 
ing fish in a barrel. 


6 Stupid Elf 
(Golden Axe) 


“Hmm. These legendary 
heroes are asleep. Maybe 
| should try to steal their 
stuffl" Who do these elves 
think they are? All they 
get for sneaking into your 
camp is a series of brutal 
kicks to the face, which causes them to drop all of their junk 
anyway. Better luck next time, suckers. 


7 Johnny 
Sasaki (Metal 
Gear Solid) 


Solid Snake first finds 
Johnny Sasaki stripped and 
unconscious...and things 
only get worse from there. 
Plagued by frequent gastro- 
intestinal problems and prone to fall for the old “I'm bleeding 
ketchup” prank, Johnny is proof that genetically modified 
super-soldiers are no substitute for common sense. 


8 Cellar Rat 
(RPGs) 


They may be kings among 
rodents, but the rats inhab- $ 
iting a typical fantasy cellar 
can't even stand up to a 
level one would-be hero; 
you can hack apart these ee 

vermin with ease using your starting weapons and spells. 
Your effort is better spent breaking the barrels and crates in 
the corner — at least those have decent loot inside. 


9 Monster 
(Braid) 

The fate endured by these 
creatures is one of the 
bleakest in all of gaming. 
Not only do they look 

like ugly grapefruits with 
dreadlocks, but their short 
lives usually consist of being shot out of a cannon, land- 
ing on flaming spikes, and then being forced to relive the 
experience in an endless loop. It could almost be sad, if it 
wasn't hilarious. 


10 Bob the 
Killer Goldfish 
(Earthworm 
Jim) 

We expect minions to 

be weak, but Bob the 
Killer Goldfish is suppos- 
edly a boss — though you 
wouldn't know it when you meet him. Your encounters with 
Bob aren't even real fights; Earthworm Jim just knocks over 
his fishbowl, or swallows the aquatic mastermind whole. Is a 
challenging battle against a goldfish too much to ask for? 


P 


z 


ething deep down inside sets you apart 


from the crowd. It's the same something that tells you that you were meant to do great things. 
The question is, are you ready to step up? Are you ready to rise to the challenge? If you are, you just 


You command respect wherever you go. Som 


might have what it takes to be an officer in the U.S. Marines. Complete the tough, physically demanding 
training to become an officer in the Marine Corps, and you'll wear a uniform that represents the honor, 
courage and determination of the most respected force on earth. 


For more information, visit us online at MARINEOFFICER.COM, or call 1-800-MARINES. 
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LOOSE TALK 


Hot Gaming Gossip. 


THE FUTURE OF Wii NC 
NCAA Football isn't appearing on the Wii this year, but EA Sports senior vice president Steve Chiang tells 
us that the series would "absolutely" be back on the system if they could come up with a way to present an 
experience that fit for the system. 

As for a more sim-based NASCAR title coming back, Chiang wasn't as optimistic. "The answer isn't obvious 
right now," he admits. Chiang says the series has struggled with sales below the Need for Speed series, which 
is going through its own overhaul 


NETFLIX FOR ALL? | 
Ajob posting by movie rental service | 
Netflix for “developing and testing | 
media rich applications on current | 
generation gaming consoles” may 

indicate that the company is planning 

to offer its movie service to PlayStation 

3 and Wii owners. Sony currently has 

its own downloading service, and in 

the past the company has stated thatit | 
was the reason that the PS3 didn't have 

a partnership with Netflix. Netflix has 
previously floated test balloons about 

its service and the PS3, so perhaps itis 
once again just flirting with the idea. 


| ү 9 
NEW WARHAWK? 
Sony Computer Entertainment 
America has filed a trademark 

with the U.S. Patent and 

Trademark Office for the title 
Starhawk, according to net blog 
Superannuation, leading many 

to believe that the next Warhawk 
title takes place in space. The 
PlayStation 3 exclusive Warhawk 
(shown) features large-scale 
multiplayer-only online battles. 
Sony also registered a trademark 
for the title Dominion, but the 
company isn’t commenting about 
the trademarks. 


Got some insider info? Email us at loosetalk@gameinformer.com and we'll be all ears. 


NAME THAT GAME 


Test Your Sight 


Although this mech game was published by Konami 
in America, it was not the sequel to Cybernator, as 
some believe. This LucasArts-developed SNES title put. 
you in the cockpit of six different mech suits, and you 
could switch between them mid-stage if you could find 
another one to use. While out on foot looking for a new 
mech suit, you could even fight your way along with 

a pistol and jetpack in this platformer, The game also 
featured a head-to-head mode using splitscreen, 


(Answer on page 27) 


26 GAME INFORMER 


TOP FIVES 


KONAMI DROPS SIX pee 
DAYS IN FALLUJAH 


KEN YEELOY 
MARINES' STORIES DRAW CONTROVERSY 


Punch-Out!!, Producer 
K onami no longer plans to publish Atomic Games' Six Days in 


Fallujah, a realism-based shooter for Xbox 360, PS3, and PC 


1 1943 - Arcade 


revolving around 2004's urban conflict in Iraq. The publisher 
pulled out after controversy in America over the game's subject mat- 2 Burnout Revenge - Xbox 
ter. Atomic Games president Peter Tamte told us that the developer is 3 Grand Theft Auto: Chinatown Wars - DS. 
looking for a publisher for the game, and hopes it can still come out 
4 Halo 2 - Xbox 


sometime next year. 

Six Days in Fallujah is based on stories from real-life Marines who, as 
Tamte describes, “asked us after they got back from Fallujah to make a 
video game" The game explores the Marines’ experiences as well as the 
perspectives of the insurgents and Iraqi civilians — which has generated 
controversy across the web. Tamte, however, defends the game's use of 
insurgents’ motivation and tactics. "It's difficult to do the recreation without 
that. We are trying to tell the true story of a group of Marines. | have not 
had any Marine who said, ‘Hey look, it's not appropriate to include the 
insurgents’ perspectives.” 

Where Atomic goes from here is unknown. Tamte says a publishing 
deal from sister company Destineer is unlikely, and Atomic doesn't plan 
to change the game regardless of Konami's reaction. Is it too soon for a 
game like Six Days in Fallujah? Not for Tamte and Atomic. "Waiting takes 
away the opportunity to use this very powerful medium of video games to 
help people understand events that are still unfolding,” he says. 


5 Call of Duty 5 - Wii 


| READER 
JOEL WALTERMYER 
Lancaster, PA 


1 The Legend of Zelda: Ocarina of Time - N64 
2 Resident Evil Series - Multi 

3 Halo 3 - 360 

4 The Legend of Zelda: Twilight Princess - GC 
5 Star Wars: Jedi Knight - Dark Forces 11 - PC 


N E W FA L L 0 U T Send Top Fives and a photo of yourself to: 


Game Informer Magazine/Top Five 


724 N Ist St 4th Fl 
Minneapolis, MN 55401-9022 
email: topfive@gameinformer.com 


(attach digital picture) 


DEVELOPER OBSIDIAN TAKES REIGNS 


amers are still sinking their teeth into Fallout 3's Broken Steel DLC (see below), but Bethesda is TOP TEN 

keeping the content rolling. The company has announced Fallout: New Vegas, a new title com- 

ing for Xbox 360, PlayStation 3, and PC sometime next year. The game is being developed by 
Obsidian Entertainment (Star Wars: Knights of the Old Republic Il, Alpha Protocol), but at this time little i id Than 
is known about the game other than that it will stick to the RPG gameplay of Fallout 3 and it's not a Top 10 Things Less Stonn di 
direct sequel. Bionic Commando's Twist Ending 


Lists...Everybody Loves Lists... 


10 Bumblebee 
THE BROTHERHOOD LIVES ON È (Also known as Whiz-on-John-Turturro-bot) 
Fallout 3: Broken Steel (shown) is available for 9 M. Night Shyamalan's career 


800 Microsoft points, and raises the level cap from 
20 to 30 as it alters Fallout 3's ending to enable 
you to continue playing your character. The DLC | — Zone of the Enders 
features a story line tasking you to complete the 1 | 
creation of a Tesla Cannon for the Brotherhood of 3 тте fact that someone did make another 
Steel, and includes assorted new enemies, perks, Fuzion Frenzy 


and weapons. 6 Vehicle Voltron 


8 The fact that no one ever made another 


5 Prince of Persia's ending 


4 Chocobos living in your hair 
(See Final Fantasy XIII preview on page 52) 


3 Zubaz 


2 Microsoft Avatars (Naw, just kidding. 
They are stupider) 


1 Rock Revolution 


Name That Game Answer: Metal Warriors 
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Sega and Creative Assembly's ambitious 
4X title wowed critics with its sophisti- 
cated, layered strategy and entertaining 
battles, but its public reception was mark- 
edly different. Suffering from its trouble- 
some Steam-reliant verification system, 
persistent crashes, and a laundry list of 
bugs, the fantastic gameplay has been 
dogged by glaring faults, Despite the hic- 
cups, Empire catapulted to the top of the 
PC game sales charts in its first month. We 
grilled Creative Assembly's communica- 
tions manager, Kieran Brigden, about the 
rough launch and the game's future using 
reader and forum-generated questions. 


arrcerwords 


READERS PUT DEVELOPERS IN THE HOTSEAT 


KIERAN BRIGDEN 
ommunications Manager, Creative Assembly 


EMPIRE: TOTAL WAR 


: Bogaty: Why can't the Al do amphibious landings? 
: Knowing that the British Isles are safe from any 

: Al attacks makes it easy to crank up the economy 
: and grab the victory areas you need in a very short 
: period of time. 

: This is a tough one, thanks for putting 
} the question openly. Essentially it's something that we des- 


: perately wanted to get into Empire before it shipped (excuse : 
: which is due for release very shortly. We've had this in beta 


} the pun). The Al in Empire is a massive beast, it makes 


: economic, military, diplomatic, and naval decisions. The capa- : 
: game experience and much more challenge from the Al in 
: the later stages of the game. | recommend playing on nor- 
: mal rather than easy, as this is the level we intend to balance : 
: on and you should see most improvement in. Improving ће : 
: campaign Al is something we're still working on based on 
: feedback, and it remains a focus in our patching schedule. 


: bility for the Al to perform these maneuvers existed, but it 

: wasn't balanced to ensure they happened regularly enough, 
: therefore we knew that it could but it didn't. The upcoming 

: gameplay upgrade will make naval landings more likely, but 
: will not, in all honesty, completely address the issue. Very 

} shortly afterwards you'll see a fix which makes these a regu- 
1 lar Al tactic, and then...nowhere is safe. 


: Bamboozled: 

: Successfully capturing 

: a capital? Game crash. 

: Merging naval fleets? 

: Game crash. End turn 50 
: years into a campaign? 
: Game crash. How could 
: so many crash bugs get 
: through in the final ver- 
: sion of the game? 

: Stability is an issue we 
: have been very concerned 
: about post-release. Empire 
} was tested extensively 

: throughout all stages of 

: development on a huge 

: variety of machines. There 

; are testers both inside CA 

; and within Sega. When it 

: became clear that a number 
: of fans were having trouble 
: with Empire we immediately began the hotfix-to-patch cycle 
: which we're in now. Within the first week we'd patched 

: Empire once and were working on a second raft of fixes. This 
: has continued, and we've stamped out the vast majority of 

: issues so far, but we will continue to listen to the feedback 

: we're getting. There's no point in denying that Empire has 

: had technical problems upon launch, but we're committed 

: to getting these addressed as soon as possible and reward- 
: ing all those people who had the faith to buy the game in 

: the first instance, and the patience to bear with us whilst we 
: fixed any issues. 


: V Guard: In my current campaign I control all of 

: Russia, Persia, and India with parts of Europe 

: thrown in, and everybody hates me. They are all 

: listed as hostile, except the Ottomans, and if even 


: one of them came after те I would be in trouble. 

: But instead, the Al is complacent with sitting and 

: hating my guts while 1 get stronger and stronger. Is 
: it too much to ask for an Al that attacks you where 
: you're weakest and actually makes things slightly 

1 difficult for you? 


The overall Al aggression and activity level is something 
you'll see a massive change in the next gameplay upgrade, 


with our community, and they're reporting a much harder 


| Zipp: If anything, the first patch seemed to intro- 
: duce even more problems. The campaign map 

: moves slower and there is a ton of lag in the bat- 
1 tles. What gives? 


There was an issue that affected a minority of players 


1 with the first patch. A video fix had caused delay to some 

1 of their visuals. This has since been corrected and with the 

1 introduction of our own public beta group, should not hap- 
: pen again. Sometimes in the rush to make something right, 
1 you can cause unintended issues. We've since changed the 
t process to ensure that doesn't repeat. 


: Groam: I miss the character traits; there are so few 
: traits now. How could a king that's ruled for 20 

: years have only three character traits? | miss having : 
: a cruel king or an honorable king. The game is cool, 


: but the character traits give Total War that human 
; touch. Why did you scale it back? 


There was a more defined character trait system at one 


1 point, but this was removed for balance and accessibility 

: reasons. Essentially we didn't want to give the player another : 
: set of dialog boxes for little addition to the gameplay itself. — : 
: Also we ensured that all other characters including Rakes, 

i Gentleman, and generals also gain traits over time. Giving 

i these characters more depth at the working level is some- 

i thing we intended to do and delivered on. We want to con- 

: tinue to improve this system as we know it's something а lot : 
: of fans of the series really enjoy, so expect to see it revised — : 


and revisited in future. 


: Ads: The terrain you choose to fight on from the 
1 campaign map does not reflect on the battle map. I 
: landed an army from a fleet and the enemy immed 
: ately attacked me, but the battle map location was 
: the generic rolling countryside. Recent Total War 
: titles featured maps where my back was to the sea. 


Do you think this needs to be looked at in conjunc- : 
ion with the bug about reinforcements always com- : 


: ing in from behind the enemy? 


The reinforcement bug has already been addressed and : 


: will be rolled out with the next gameplay upgrade which, 

1 as I've mentioned, is currently in our public beta test and 

i is coming shortly. Making the maps more reflective of the 

i environment was one of our principle aims with Empire, апа : 
iis a massive improvement over previous TW titles in this: 
1 regard. Additionally, you'll find that we continue to focus on 

1 this aspect in future titles, making that connection between 

: the two worlds (campaign and battle) ever more realistic. 


1 Plangsty: After all that effort and countless hours 

1 of gameplay, all 1 get for my victory is a 30-second 

: video? How about taking an idea from other strat- 

: egy games and giving each victory a score, so that 

: 1 can constantly try to beat it? Napoleon would not : 
: have conquered Europe if all he got was 30 seconds : 
: of congratulations. г 


We aim for the games themselves to be fun. Great CGI 


E and FMV is just that. What we aim for is that the majority 

: of your time as a player is spent having fun, so we put the 

: effort into the game itself. The ending is there as a celebra- : 
: tion of your achievement but not as a ‘culmination’ to it. Your : 
i battles, maneuvers, and actions are the real story, a narrative : 
; you've written for yourself as you engaged in the еріс con- 

: quest of the globe. In addition to the campaign victories, a — : 
i prestige victory is also possible if you select this option at the : 
: outset. This will give you a ‘score’ based on your technology, : 
1 military, navy, economics, and enlightenment. This total score : 
; allows you to pit yourself against other nations in the same 


vein and, of course, beat your own bests upon completing 


: the campaign. 
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Call of Duty: World at War © 2008 Activision Publishing, Inc. Activision and Call of Duty are registered trademarks of Activision Publishing, Inc. All rights reserved. The ratings icon is a registered trademark of the Entertainment Software Association, All other trade- 
marks and trade names are the properties of their respective owners. WPT, World Poker Tour & Spade Card Design are trademarks of WPT Enterprises, Inc. © 2009 WPT Enterprises, Inc. All rights reserved. TM & © 2009 Hands-On Mobile, Inc. All rights reserved Fast 
& Furious © 2009. Fast and Furious is a trademark and copyright of Universal Studios. Licensed by Universal Studios Licensing LLLP. All rights reserved. © 2009. Published by I-play. All Rights Reserved. l-play is a trademark and trading name of Obero digiWallet © 
2008 Trixcell Ltd. AU rights reserved. Developed and published by Trixcell Ltd. Any copying, modification, distribution or public display of this game without the written consent of Trixcell Ltd. is strictly prohibited. 
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SUPPORTED CARRIERS: AT&T // Sprint // T-Mobile // Alltel* // Verizon Wireless // Virgin Mobile // 
Cellular One "Alltel customers please download Jamster World Application from your Alltel Access deck. 


GET 20 DOWNLOADS WITH THIS PLAN, JUST $9.99/MO 


(I Want to order from Canada? Check out www.jamster.ca 
You must be 18 years old to sign up. If between 13-18 years old, you must have parental consent to sign up. By entering your mobile phone number and submitting PIN code sent to your mobile phone, you certify that you are а) 
the account holder or b) have account holder's permission to do so and you expressly agree to these terms, as well as, the Jamster Terms of Service. You will be charged $9.99 per month for the Jamster XXL Subscription 
Plan which includes credits for 6 ringtones/videos, 10 graphics and 4 games/apps (games/apps not available for Verizon Wireless & Virgin Mobile customers and games/apps, themes and screensavers not available for Alltel 
customers). Alltel subscribers will be charged $5.99 per month and receive credits for 3 graphics and 3 ringtones. Unused credits roll over to the next month. The XXL Plan automatically renews if not cancelled. Charges 
will appear on your cell phone bill or will be deducted from your pre-paid balance. Standard text messaging rates, data charges and other charges may apply. A carrier data plan is recommended. Not available on all carriers 
or on all cell phone models. To cancel your plan, text STOP to 75555. For help, you can text HELP to 75555, send an email to infofdjamster.com or call (866) 896-JAMS(5267]. 
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CAREER HIGHLIGHTS 


Game Freaks 


Junichi Masuda joins his good 
friend Satoshi Tajiri at his new 
company, Game Freak 


First Contact 
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Game Freak releases its first. 
game, Quinty The game is 
released as Mendel Palace 
inthe U.S. 


Birth of the Empire 
= re 


The Pokémon invasion of 
America begins with the release 
of Pokémon Red and Green, 
which quickly become hits. 

The strong sales are fueled by 
the popularity of the animated 
Pokémon TV show, which 
debuts in the U.S. around the 
same time 


Record Breaking 
Pokémon Yellow sells over 
a million copies in 14 days, 
making it the fastest selling 
Nintendo title released to date 


Anime Goes 
Hollywood 


JUNICHIMASUDA 
&TAKESHIKAWACHIMARU 


GAME DIRECTOR & GAME DESIGNER, GAME FREAK, INC. 


>> Both Junichi Masuda, the company's game director and board director, and Takeshi Kawachimaru, a long time designer and lead 
on the upcoming Pokémon Platinum, have played instrumental roles in Game Freak's tremendous success. On the eve of Pokémon's 
10th anniversary, we spoke with the duo on the franchise's past and future. << 


Mr. Masuda, you've been at Game Freak 
since the very beginning. Could you talk 
about the early days when you were work- 
ing with [Pokémon creator Satoshi] Tajiri 
and coming up with the ideas that would 
become Pokémon? 

ЭМ: Satoshi [Tajiri] and | were friends before Game 
Freak was established. Mr. Tajiri had lots of ideas, 
and one of the ideas was to exchange monsters 
to do battle. So that was one of the ideas that he 
had, and so | thought it was really, really interesting. 
After Game Freak was established that's one of the 
things we wanted to work on — that was six years 
before the first game came out. 


Mr. Kawachimaru, when did you first became 
aware of Pokémon and how did you come to 
work at Game Freak? 

TK: | was working for a different company when 
Game Freak was already established, and at that 
company | was already working on creating a game. 
That company actually had a working relationship 
with Game Freak. And, unfortunately, the company 
decided to stop creating games — still 1 was fascinat- 
ed by creating games. | already knew some people 


more complicated. However, | always keep in 
mind how the newcomers — beginner players — 
can enjoy the game. I think that's the strength of 
Pokémon. The young players grew up and in the 
end they became college students, adults. They 
still have an interest, but we like to focus more on 
younger players. 


What is your core philosophy as a company 
when it comes to designing Pokémon games? 
JM: One element that hasn't been changed since 
the launch of the first game is trading. In order to 
trade, you can actually collect Pokémon. You can 
have Pokémon with different abilities, and you can 
actually have a Pokédex so you can collect them all. 
We want to keep up with the need of players who 
want more, want to collect more, and that's one of 
the strengths of Pokémon, | believe. 


Could you talk about some of the new things 
and new features that you're excited about 
for the upcoming Pokémon Platinum? 

TK: There are a lot of elements that 1 would like to 
mention, but one of the exciting features is Battle 
Video. That's something that 1 always wanted, and 


JM: Yes, | have thought of doing something new, 
and it makes me very excited to think of new ele- 
ments for the game. There are fans who are anx- 
ious to get a new game, so for them | would like 
to do my best to create something very interesting 
for them. 


Can you talk about what some of your ideas 
might be? 

JM: This is just an idea but...as you know, 
Pokémon is a role-playing game. But, personally, | 
really like the action type of games, so we just talk 
about that sometimes. We probably want to add 
some kind of action element to the game. 


How do you come up with ideas for new 
Pokémon creatures? Do you research the 
natural world to come up with inspiration? 
TK: We don't want to just limit ourselves to some- 
thing that is alive. Everything which exists in this 
world could be Pokémon. So when we think, "Okay 
let's see, what can we make of something you see 
in this world into Pokémon?" it doesn't have to be 
something already seen. We just want to make sure 
that can be adjusted to the Pokémon world. 


s 
(a 
The Pokécraze hits the big. 

screen with Pokémon. The film 


grosses over $80 million in the 
U.S. alone 


Homebound 
Topping offa stellar 1999 


The corporate culture is very, very open. 
Its almost like a family. 


was the release of Pokémon 
Stadium, the first home console 
title in the franchise released 

in the States. 


Big In Retail 


Capitalizing on the massive 

popularity, Nintendo opens a. 
huge Pokémon Center in New 
York City's Rockefeller Center 


Next Generation 
Pokémon makes its debut on 
the Game Boy Advance with 
the Ruby and Sapphire titles. 
The series would help the GBA 
become the most successful. 
game console of its time 


Advancing 


Pokémon Platinum is released 
and receives some of the stron- 
gest reviews in series history 
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at Game Freak and they said, "Why don't you come 
over?" and that's how | got into Game Freak. 

ЭМ: We already knew each other so it was a very 
special relationship. 


Pokémon became such a huge phenomenon. 
Was there a moment when you realized that 
Pokémon had become something much big- 
ger than you could've imagined? 

JM: In Japan, the first games red and green — here 
it's blue actually — started selling gradually. It wasn't 
a sudden sell. So in the beginning, | didn't realize 
it was such a big phenomenon. However, it was 
slowly going up. Then, when Pokémon was used 
for animation and movies, that's when I realized 
how big Pokémon is. 


A lot of people assumed that Pokémon would 
be a passing fad, but 10 years later it is still 
here. Why do you think Pokémon has been 
such an enduring franchise? 

JM: The important thing | always keep in mind is 
about beginner players. There are lots of core play- 
ers, and if you think about core players, the game 
itself becomes more advanced, more detailed, 


it's very exciting to see how other people are bat- 
tling. I'm still enjoying watching the people all over 
the world, how they battle, and enjoy watching their 
strategy and what kind of Pokémon they pick. 


Is it a challenge to innovate in a Pokémon 
game? It's also important that the games feel 
familiar to longtime fans. Are those two goals 
sometimes at odds with each other? 

TK: Yes, it is challenging, but as Mr. Masuda said, 
we would like to keep drawing in the new players, 
at the same time keep the interest of core players. 
So what we do is, in the beginning of the game 

it's easier for the new players, and then as the 
story goes, the new player actually becomes very 
advanced. When you reach the end of the game 
that's when you can call yourself a core player. And 
on the other the hand the core player will enjoy the 
achievement of the goal, the end of the game. But 
as Mr. Masuda said, we want to emphasize on the 
new beginner players. 


Do you ever see a time when the core 
Pokémon games evolve into something com- 
pletely different? 


What is the culture at Game Freak like? How 
do you guys help foster creativity? 

ЭМ: It's very difficult to keep a balance between 
top-down and bottom-up. But personally, | think that 
bottom-up is very important as a creator — a team 
of creators — because you are making something 
new. If there is some really cool idea coming from 
the bottom, as the manager you want to make 

that idea better. Instead of judging right away — like 
"Okay, tomorrow we have to make a decision, so 
cut it" — we would like to take time and see what 
we can do to make that idea bigger and then make 
a decision. So, the corporate culture is very, very 
open. It's almost like a family. 


Will we see an effort to bring more Pokémon 
titles to the Wii? 

ЭМ: Each game developer has their great ideas, and 
hopefully there are creators who have great ideas 
which fit into the Pokémon brand and the Pokémon 
world. We hope that we will see some very interest- 
ing games coming out soon. 
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* Takeshi Kawachimaru 
and Junichi Masuda hope 


to continue to evolve the 
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LOGITECH HARMONY 1100 
UNIVERSAL REMOTE 


SUPERS) HEREEREEEN 


Sick of shuffling between four remote controls to watch TV, a 
DVD, or play a game? Fret no more. The Logitech Harmony 
1100 is the one remote to rule them all. After a brief setup, 
the Harmony had our A/V receiver, DirecTV DVR, HDTV, and 
Xbox 360 on the same page. With a simple button press 
on the full-color touch screen, the Harmony synchs the 
proper settings for each device, eliminating the hassle of 
changing your television input and audio channel each 
time you switch between watching a DVD and watching 
television. If the settings fall out of place from manual 
changes, the device uses its on-board wizard to recali- 
brate with a few short questions. Unfortunately, it has 

no Bluetooth capability and so requires an adapter for 

use with a PS3. The sleek surface collects too many 
fingerprints and the ridiculously steep price rivals that 

of a notebook, but eliminating your messy collection 


of controls in favor of one graceful interface makes 
it worth the splurge. 


U.S.S. ENTERPRISE 


26 
This highly detailed 14.75" replica of the Enterprise is based off designs 
from the recent JJ. Abrams film. The model features authentic lights, 
sounds, and dialogue from the film. It also comes with a Delta Shield 
display base that lets you position the ship at any angle. Hopefully you will 


take better care of Starfleet's flagship than Kirk did. How many versions of 
the Enterprise has that fool let blow up anyway? 


$35.99 • www.playmatestoys.com 


BENQ MP512 ST DIGITAL PROJECTOR 


Most things look cuter the smaller they get, but BenQ's new short throw projector 
eschews image for the sake of size. The unit only needs to be positioned a few 
feet from its projection surface, yet still can display an image size of up to 25 feet. 
But with a palty native resolution of 800x600, it's best if you keep things smaller. 
As a mid-range projector this device works fine, projecting honest blacks with a 
negligible amount of color fade, and you can expect the average lamp life to last 
around 3,000 hours. Considering this projector is priced lower than most large 


screen LCDs, it could be a working portable projector for LAN party nights, but 
people with high-def appetites will want to pass. 
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2.00 * www.benq.us 


" 


WARBEAST WIRELESS GUITAR 


Officially licensed by B.C. Rich Guitars, this Dreamgear control- 
ler gives gamers a chance to rock out on a full-sized guitar. The 
WarBeasts fret buttons and strum bar feel well-constructed, 
and Guitar Hero players will be happy with the convenient star 
power button attached to the bridge. Unfortunately, that button 
won't work with Rock Band. The unit's tilt function is a little 
sensitive, so you might find yourself unexpectedly activating 
star power/overdrive at inopportune moments. If you're look- 


ing for a guitar with a unique style and a price tag to match 
its heft, the WarBeast eams a passing grade. 


$129.99 * www.dreamgear.net 


THIS I5 Н CRY FOR HELP 


AME-COMI PVC FIGURES 


Some of DC Comic's most iconic females leads are 


given anime makeovers in DC Directs recent line of PVC 
figures. Each figure comes individually hand painted, 
stands about nine inches tall, and comes with its own 
base. Characters like Wonder Woman and Supergirl are 


already out, and expect new versions of Batgirl and 
Catwoman before the end of the year. 


$54.99 * www.dccomics.com/dcdirect 


1. The Cinematic Art of World of 
Warcraft: Wrath of the Lich King 


Containing more than 150 early drawings, concept art 

pieces, and final renders, this book gives WoW fans 

a rare, behind-the-scenes glance into the creative 

process of Blizzard's highly-praised cinematics. 
$29.95 • www.insightedi: 

more than 15 cornics, and a host of preliminary sketches 

detailing McMillen's creative process. With oddball titles 


THIS IS A CRY FOR HELP 
Fans of the profane and perverse might be interested in 
this collection of indie titles from artist and programmer 
Edmund McMillen. This single CD is filled with 17 games, 


2. Final Fantasy Advent 
like Gish, Clubby the Seal, and Meat Boy (check out the Children Comp lete 
expanded rerelease coming to WiiWare on page 20), the Boasting 26 minutes of additional footage, 
disc provides a unique and interesting look into the world over 1,000 revised scenes, and a new 
of independent game development. Are these games 
entertaining? Disturbingly so. Somebody help this guy. 
$10.00 - www.edmundm.com 


25-minute anime short, Final Fantasy VII's 
CG epic finally makes its way to Blu-ray 
June 2. 


96 • www.sonypic 


3. Halo: Uprising 

From comic geniuses Brian Michael 
Bendis and Alex Maleev, this graphic 
novel bridges the gap between Halo 
2 and 3, following Master Chief as he 


tries to stop the Covenant's hunt for an 
ancient relic of untold power. 


$24.99 * www.marvel.com 


4. Star Wars Legacy 
Era Campaign Guide 
Wizards of the Coast's newest Star 
Wars Campaign drops fans into a 

timeline 125 years after the films, 


letting them explore a universe 
With its new wireless mouse, Razer proves you don't need to sacrifice performance by ditching the cord. The Mamba's 
sexy, ergonomic design fits comfortably under your paw, and its seven buttons come in handy for programming macros 


and unit profiles. The battery survived a couple days of play before needing to be charged in its dock, but if it runs low 


on power amidst a marathon gaming session you can plug the Mamba directly into a PC and keep on playing. It's also 
awkward to adjust the DPI settings on the fly, but that's a small complaint for such a trustworthy wireless device. 
$129.99 • www.razerzone.com 


BEEBHNBEUM 


RAZER MAMBA WIRELESS MOUSE 


ruled by a new empire and facing 
a new Sith menace. 
$39.95 
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Find me a development studio that doesn't have 
some devoted role-players somewhere near the 
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MATT MILLER 


ASSOCIATE EDITOR, GAME INFORMER 


К: 


crealive process and l'd be amazed. 


n April 7, Dave Arneson passed away 

after a long bout with cancer. He wasn't 

а familiar name when | was a kid, 

despite the fact that I've engaged with 

his most prominent work for as long 

as | can remember. Like many tabletop 
RPG players, | considered his one-time business 
partner, Gary Gygax, the creator of Dungeons & 
Dragons. It wasn't until | was older that | grasped the 
full story of the legal battle that ensued over rights 
to the game in the late ‘70s. Learning the history, it 
became apparent both of them had an equal hand 
in shaping the game. 

In the early “705, the role-playing game didn't exist. 
Large-scale war and miniature games were popular 
with hobbyists, but their complex setup and lack 
of story framework doomed them to a niche audi- 
ence. Tolkien's hobbits, elves, and magic rings were 
still growing in popularity, and Robert E. Howard's 
pulp Conan stories had thrilled young readers — and 
scandalized parents — for years. No doubt inspired 
by those foundational fantasy fictions, Arneson start- 
ed sculpting a game where characters could explore 
a dungeon filled with monsters and traps, fighting 
together to defeat threats and gain fortune. Merging 
his ideas with elements borrowed from Chainmail, a 
miniature game Gygax helped develop, Dungeons & 
Dragons took shape. A thousand copies of a hand- 
made box set hit shelves in 1974. Today, current 
publisher Wizards of the Coast estimates 6 million 
active players around the world. 

It's not hard to expound upon the historical 
significance of the game that Arneson and Gygax 
created. Dungeons & Dragons didn't just birth the 
tabletop RPG scene. It helped popularize the fantasy 
book scene in the '80s, as kids like me flocked to 


read the stories that would fuel their next session. 
It served as inspiration to countless movies and TV 
shows, as professed by their creators. Its framework 
contains the basis of character leveling, cooperative 
play, and story-driven video games. Even sports 
games, racing games, and online multiplayer shoot- 
ers now implement role-playing concepts, making 
the ideas first pioneered in D&D a pervasive com- 
ponent of modern gaming. Find me a development 
studio that doesn't have some devoted role-players 
somewhere near the creative process and I'd be 
amazed. 

| met Arneson a few years ago, when fellow editor 
Joe Juba and | drove to a local comic book shop 
where he was making an appearance to interview 
him for Game Informer. | remember wondering 
what the man would be like. Part of me imagined 
this fellow who laid the foundation of the role-play- 
ing scene as some sort of misunderstood genius. | 
half expected him to answer every question | posed 
with some sort of riddle-like query of his own — the 
ultimate dungeon master smiling curiously from 
behind his screen. 

Upon arriving, we were ushered into a cluttered 
back office that doubled as a storage room. As it 
turned out, Arneson was who the rational part of 
my head expected — a quiet, smiling man without 
pretensions, who answered our questions directly 
and enjoyed talking about the hobby he helped cre- 
ate. There was no lingering mystique. No enigmatic 
responses. 

Perhaps you can excuse my false presumptions. 
Growing up, D&D was a bastion of entertainment 
and creativity for me; the game had taken on a 
nearly mythic stature. It entranced me from the 
moment my older brother refused me entry into the 


CERNAN 


D&D sessions he played with his friends. After an 
absurd amount of whining and cajoling, he finally 
ran an adventure for me, and | was hooked. At the 
time, | wasn't acquainted with the idea that the 
game might brand me a social outcast and incurable 
nerd. With that first game, | only remember how 
excited | was — I was in the story! This wasn't watch- 
ing Luke Skywalker or reading about Bilbo Baggins. | 
was there — a participant in the tale. 

Many of us have more invested in the game than 
its mere historical significance implies. | was rarely 
the misfit that my role-playing hobby labeled me to 
be. | found friends, girls, sports, music, and all the 
other trappings of growing up, even with the D&D 
albatross hanging around my neck. But my best 
friends were those | found at the gaming table. A 
strange camaraderie was found there which led to 
lasting companions — some shared secret that made 
it worth all the ridicule we might suffer if some- 
one found out that we played. It was a process of 
shared creation and storytelling, as if we'd all worked 
together to hammer out a novel that only existed in 
our heads. 

At the end of this year I'm getting married. Five of 
the men and two of the women standing up for us 
once played D&D with me or still do. Maybe | just 
have a lot of nerdy friends, but I'm of the mind that 
Dave Arneson and Gary Gygax created a form of 
entertainment that results in those sort of lifelong 
friendships. Either way, | owe much to the game | 
played around the table with those friends, and to 
the men who made that possible. 


The views and opinions expressed on this page are strictly those of the author 
and not necessarily those of Game Informer Magazine or its staff. 


If you work in the industry and would like to share your opinion, contact senior editor Matt Helgeson at matt@gameinformer.com. 


NEW RELEASES $ 
. ne 2- PS3, 360, Wi 
С pions Online - PC 
* Fashion Week: Junior Stylist. 
-DS 
* Final Fantasy: Advent Children 
Complete - Blu-ray 
+ Knights in the Nightmare - DS 
* Petz Fashion: Dogz & Catz - DS 
+ Red Faction: Guerilla - PS3, 360 
* The Sims 3 - PC 
* Storm of War: Battle of 
Britain ~ РС 
* Street Fighter IV - РС 
+ Virtua Tennis 2009 — PS3, 
360, Wii 
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03 
The Electronic Entertainment. 
Expo Kicks off this week, and 
Game Informer Online will bring 
you all the breaking news and 
game announcements as they 
happen. And if you want 22 
hours of live coverage tune in 
to G4 from June 1-4. We'll also 
be introducing Reeves Vision, а 
state-of-the-art camera affixed 
to Ben's forehead. What makes 
this camera special? It can read 
his thoughts. Our first test run 
produced this gem: “Cake. It's 
good. Winnie the Pooh.” 


09 

NEW RELEASES 

* Cal of Juarez: Bound in Blood - 360 

* Dreamer Series; Teacher - DS. 

* Guitar Hero On Tour: Modern. 
Hits - DS 

* Indiana Jones and the Staff of 
Kings - Wii, PS2, DS, PSP. 

* The Legendary апу - DS 

* LEGO Battles - DS 

* Majesty 2 - PC 

* Miami Law - DS 

~ Prototype – PS3, 360, PC 

C + Rock Band: Unplugged - PSP. 
Prototype — 06/09. 
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10 
Bruce Wayne is dead, yet 
Batman lives on. Who's behind 
the cowl now? Read DC's three 
part miniseries, Battle for the 
Cowl, to find out. Whoever it is 
will be watching over Arkham 
full time starting with Batman 
issue 687, streeting today. Later 
this month, the Bat-mythos will 
further be unwound in Detective. м 
Comics (featuring Batwoman), / A 
Streets of Gotham, Red Robin, 4 
and Gotham City Sirens. 


NEW RELEASES 16 

* Classic World Games - DS 

* Diva Girls: Divas on Ке - Wii, DS 

+ Dynasty Warriors 6: Empires 
- PS3, 360 

* Flower, Sun and Rain - DS 

+ Ghostbusters — PS3 360, Wii, 
PS2, DS, PC 

* Grand Slam Tennis - Wii 

* Guitar Hero: Smash Hits = PS3, 
360, Wii, PS2 

* My Sims Racing - Wii, DS 

* Roogoo Twisted Towers - Wii, DS 

* Sushi Academy - DS 

* Tiger Woods PGA Tour 10 — PS3, 
360, Wii, PS2, PSP 


Ghostbusters — 06/16 


17 


Have you ever wondered what 
Charlie Brown looked like after 
Lucy pulled the football out 
from under him? Check out this. 
Sagat figure. It’s a dead ringer for 
Brutalized Brown. Sagat is just 
one of four Charlie Brown-like 
figures in this series of soft vinyl 
toys. You can also add Chun-Li, 
Ryu, and Guile to your shelf. We 
love it when Ken gets the shaft! 


NEW RELEASES 

* Batman: Arkham Asylum - PS3, 
360, PC 

* The Conduit - Wii 

» Green Lantern: First Flight 
-DVD 

* Jumpgate Evolution - PC 

* Little King's Story - Wii 

* Monster Hunter Freedom 
Unite – PSP. 

* Overlord 2 - PS3, 360 

* Overlord: Dark Legends — Wii 

* Overlord: Minions - DS 

+ Pangya: Fantasy Golf ~ PSP. 

* Play the World - Wii 


Batman: Arkham Asylum — 06/23 


* Shin Megami Tensei: Devi 
Survivor - DS 

* Spore: Galactic Adventures -PC 6 

* Transformers: Revenge of the 
Fallen - PS3, 360, Wii, PS2, PC, 
PSP, DS 

+ Treasure World - DS 


SERIES 
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When was the last time you saw. 
а movie where the Earth cracked. 
‘open to reveal a lost world? 
‘When was the last time you saw 
one without Brendan Fraser that 
could actually be good? Land of 
the Lost opens in theaters today, 
and features Will Ferrell stretch- 
ing his acting abilities by playing 
а goofy dude who seems to 
improv more than act. Way to go 
out on a limb there, Will, 


l2 


The digital age begins! Starting 
today, federal law requires 
that all television stations must 
broadcast in a digital format. 
Analog TV viewers have two 
options: purchase a digital-to- 


| analog set-top converter box, or 


get with the times by investing 
in a sexy HDTV. The next step. 
will come in 10 years, when we 
replace televisions altogether 
with cerebral implants. Brain 
Seinfeld will rule! 


Hollywood doesn't realize this. 
yet, but Michael Cera is the 
key to box office success, We 
propose that all films abide by 
the Cera Initiative, a mandate 


that requires all floundering mov- } 


les to perform an emergency 
recasting with Cera in the lead 
role. Maybe then we would have 
gone to see Street Fighter: The 
Legend of Chun-Li. Cera's new 
film, Year One, opens today. We 
wonder who originally was up 
for the lead role in this one? 


The final battle of the X-Men 
epic "Messiah War" takes place 
in X-Force 16. In this issue, 
exped to see the long-awaited 
showdown between Cable and 
his evil clone, Stryfe. Punches 
will be thrown, but ultimately, 
we predict that this battle ends 
with the clones singing the 
Double Mint theme song as they 
hug, chew gum, and walk off 
into the sunset. 
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NEW RELEASES 

* BlazBlue: Calamity Trigger - 
PS3, 360 

+ Fight Night Round 4 - PS3, 360 

» Garfield Gets Real - Wii, DS 

* Harry Potter and the Half Blood 
Prince - PS3, 360, Wii, PS2, 
PSP, DS 

* Ice Age: Dawn of Dinosaurs ~ 
PS3, 360, Wii, PS2, DS, PC 

* Street Fighter 4 — PC 


Harry Potter and the Half Blood Prince — 06/30 
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For more information on thi 


e games and others go to 


| | 2 EB SS 
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PLAYSTATION З | XBOX 360 | PC 
> STYLE 1 OR 2-PLAYER ACTION 
(MULTIPLAYER TBA) 

> PUBLISHER ACTIVISION 

> DEVELOPER INFINITY WARD 

> RELEASE NOVEMBER 10 


36 GAME INFORMER 


[ч 


Se cover story 


The mountain ice cracks and splinters under the assault of your twin ice tools. 
Howling arctic winds can’t quite dampen the crunch of Captain “Soap” MacTavish’s 
crampons mere feet above you. Upon reaching the summit of your vertical endeavor, 
another obstacle impedes you: several yards of the path are missing. MacTavish’s 
mad leap ends with his tools buried in the opposite wall. Following his example, you 
fling yourself into nothingness amid the intensifying storm. The two of you are on 
your way to assault a fortified, secret enemy base with no support - a little thing 
like a mountaintop blizzard isn't about to stop you. For international elites like Task 
Force 141, this is one of the many faces of modern warfare. bo» 


Illi Enemies carry weapons 
customized similarly to multiplayer 
weaponry from the first game 


WALKING 
AMONG THE 
PEOPLE 


“We've learned a lot from having 12 million 
people interested in our game — how to 
reach out to them, how to communicate 
with them, and most importantly how to 
listen to them,” says community manager 
Robert Bowling. Once the “forum guy,” his 
mission is greatly expanded with Modern 
Warfare 2, both with gathering feedback 
from Modern Warfare players as well as 
creating a greatly improved and expanded 
community site that will launch with 
Modern Warfare 2. Infinity Ward hopes 

to gain a more comprehensive view of 
their fanbase by engaging players in new 
mediums like Twitter. “From a community 
standpoint, you get stuck in a rut of always 
having the perspective of your hardcore 
players. The hardcore guys always want the 
same thing,” Bowling says. “Sometimes you 
might get skewed towards that opinion. 
When you reach out to these other social 
spheres and other people that don't go out 
of their way to get on your site, you get a lot 
more diverse blend of opinions” 
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“It’s about initial, massive 
трасі,” declares Infinity 
Ward president and CCO 
Jason West. Any one of the 
more than 12 million gamers 
who completed a tour in the 
company’s previous game, Call 
of Duty 4: Modern Warfare, 
can attest to the developer’s 
skill in that arena. 


That title punctuated some of the tightest 
combat in the business with shocking, dra- 
matic moments that pushed the boundaries of 
interactive experiences. A nuclear blast or public 
exec can be turned into a powerful moment 
in film. When interacted with in first-person per- 
spective, Modern Warfare demonstrated that these 
moments can be transcendent. 

This philosophy of integrating strong storytelling. 
with a slickly engineered technical foundation 
underscores the sequel as well. While Modern 
Warfare 2 shares a basic formula with its predeces- 
sor, it is grossly unfair to assume the game is 
merely a set of new content wrapped around an 
old infrastructure. "We talked about leveling in 
single-player and customizing your character and 


doing all the stuff we do in multiplayer. Basically, 
while it was fun, it broke down the story and 
immersion," notes West. 

Infinity Ward's development cycle involves 
coming up with a ton of ideas — and then throwing 
a bunch of them out because they don't fit with 
the experience the developer is trying to create. 

“1 [hope that] when we're done, people feel like 
everything is cohesive and integrated, so it feels 
like an evolution," says West. “I think the reality of 
it is that there's a lot of innovation there and those 
things are crazy different, and you almost have to 
trick people with the new things and make them 
seem not so different so they're not intimidated.” 

On the surface, it seems that as our heroes 
assault the enemy base atop a frozen mountain, 
they're going to enter a firefight any FPS gamer 
would be familiar with. In fact, the way the mission. 
plays out illustrates Infinity Ward's subtlety in. 
crafting new experiences. MacTavish — a playable 
character from the original Modern Warfare who 
now plays the role of grizzled NPC vet — sends the 
player to rig up the encampment's fuel supply with 
explosives while he provides thermal vision-aided 
overwatch. The near-whiteout conditions and the 
radar-like heartbeat sensor on his weapon allow 
players to avoid conflict if they choose, However, 
dodging patrolling vehicles requires quick reflexes, 
and an enemy neutralized now means one less to 
deal with as the mission continues. West explains, 
“The gameplay is wide open and has a lot of 
variety. In terms of the story...well, any good story 
is on rails” 


CONTINUED ON Pace 40 PP 
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Modern Warfare 2 promises to take players along 


for a ride as enthralling as any summer blockbuster. 
It continues the narrative begun in Modern Warfare, 


with the world facing dangerous political instability 
in Russia. Ruthless, amoral men are taking advan- 
tage of a strong nationalist bent in public opinion 
to secure the former superpower's deadly stockpile 
of weapons. Though radical warlord-turned- 
revolutionary Zakhaev is dead thanks to the heroics 
of Sgt. Price and company, the situation hasn't 


As lauded as Call of Duty 4: Modern 
Warfare was, it wasn't entirely without 
blemish. Two aspects in particular were 
heavily criticized: infinitely spawning 
enemies who only stopped coming once 
the player crossed an invisible line, and the 
short 6-10 hour length of the single-player 
campaign. The developer is addressing the 
infinite spawn issue. "We are aware of it, 
and we're actively trying to eliminate it," 
West notes. "I think we agree that it's not 
good.” However, Infinity Ward is sticking 

to its guns when it comes to single-player 
length. "For the story, we want that to be 
this awesome experience that you have 
that you can talk with your friends about 
and that you remember fondly,” West 
proclaims. “It's not about dragging it out or 
playing the same thing over and over. I was 
very happy with Modern Warfare 1 and 
the length of it. We let the story drive the 
length, and we had the story we wanted 
to tell, and it took the number of levels 

it required, and we think it worked out. 

If people wanted more when they were 
done, I'll take that as a compliment,” West 
says. “Stretching out the story seems like 
the wrong way to go” 
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improved. The new face of global terrorism is a 
brutal former associate of Zakhaev named Makarov. 
“You basically martyred Zakhaev in the last game,” 
West notes. “Не is using the fact that you killed 
Zakhaev as an excuse" Despite being a murderous 
sociopath with imperial ambitions, Makarov has 
secured a significant power base in Russia and is 
embarking on a plot to threaten global security. 

Though Infinity Ward isn't sharing the specifics of 
Makarov's plan, it's something deemed dangerous 
enough to convince the international community 
to dispatch the elite badasses of Task Force 141 to 
stop him. Even TF 141 might not understand the 
true nature of the threat. Infinity Ward is laying out 
the narrative from the perspective that real-world 
intelligence is imperfect; the CIA operative feeding 
you information isn't guaranteed to have accurate 
knowledge or the whole story. West states, "It's not 
the game voice of God saying, 'Here's the objectives 
and here's the situation!” 

This uncertainty is played up in the development 
of the mountaintop mission. Having moved past the 
perimeter patrols and planted the charges on the 
fuel supply, the player sees something disturbing in 
one of the inner buildings: a crashed satellite, clearly. 
the reason for the mountaintop base's secrecy. 
Sneaking into the operations center next door, 
the player downloads critical information from the 
Russians' mainframe while MacTavish keeps an eye 
out for trouble. However, trouble finds him first — a 
megaphone-amplified voice demands MacTavish's 
surrender as the huge bay doors slowly open to 
reveal a few dozen Russian weapons pointed 
his way. 

MacTavish tersely advises the player to keep his 
head down and go to plan B on his count. On 
"three," the Captain dives for cover as the player 
detonates the charges. The blizzard is tempo- 
rarily drowned out by a man-made firestorm, 
and our heroes make a mad dash for freedom. 
Reinforcements zoom in on snowmobiles, quickly 
flanking your character as he tries to make his 
way out of the burning base. After dropping a few 
drivers, a new avenue for escape presents itself: 
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If you had to pick one thing to differentiate Modern 
Warfare 2 from its predecessor, the new Special 
Forces mode is the obvious choice. Accessed from 
the main menu, this mode combines several of the 
defining features of Modern Warfare. "They're in the 
spirit of Mile High Club,” West explains, calling out 
the incredibly difficult Xbox 360 achievement granted 
for completing the bonus airplane hijack level from 
the first game on Veteran difficulty. 

Infinity Ward investigates many more ideas than 
could possibly fit in the single-player game, so the 
developer ends up with a lot of cool scenarios that 
don’t fit in the campaign for one reason or another. 


‘Weston mode at all: ” 
айе а lot more 


"You get attached to these great moments and you don't 
want to lose them even though they might be a touch 
too hard or too easy. Now you can take that and make 
it a special op," says West. "It gives us the opportunity to 
do lots of different types of things, and also things that 
may have been difficulty peaks in the past" Free of the. 
constraints of narrative and difficulty curve, the designers 
can create one-off missions that would never exist oth- 
erwise. It's too early in the development process to say 
how many Special Forces scenarios will be included out 
of the box, but West assures us that the mode is a major 
part of Modern Warfare 2. 

Seeing Special Forces in action is an eye-opener. Using 
a breaching charge to force entry into the showers of 
a hostile base, the player has a few seconds of slow 
motion to take advantage of the shock and confusion. 


As soon as normal gameplay speed resumes, it’s on. 
Catwalks on either side of the rectangular room host 
enemy overwatch. Riot shields provide ample cover for 
advancing hostiles. A few alcoves along the wall are rela- 
tively safe, but nasty fields of fire and flanking bad guys 
constantly deny protection to the player. It's a good thing 
you can bring a friend along. 

“We did a lot of co-op stuff early on that we were inter- 
ested іп, and it didn't work with the story mode at all," 
West says. "It made a lot more sense here" Many Special 
Forces levels are designed specifically with two-player 
co-op in mind. The "showers" map we saw practically 
demands it – there's no way to approach it without 
a buddy to watch your back. On the other hand, the 
way you look at a room drastically changes when you 
have a human partner. From basic tactics like bounding 


between cover to more advanced approaches like sup- 
pression and overwatch, the player's toolbox is hugely 
expanded in co-op. 

Modern Warfare 2 makes adapting to the cooperative 
experience easy. A colored arrow shows your partner's 
relative position to you, while a mini-map in the corner 
of the screen displays both of your locations. Downed 
players slowly bleed out, giving their partners a chance to 
revive them if they can avoid getting shot while bandag- 
ing their comrade. 

Infinity Ward declined to discuss whether Special 
Forces co-op can be played with friends online, how it 
ties into the upgraded community site, and download- 
able content possibilities, but these ideas are such 
no-brainers that official comment is hardly required. 


® Those laser beams are sights 

from enemies in the upper 

levels. Special Forces levels are 
„going to be hard 


E Riot shields offer 
significant protection — 
blasting them to make 
their wielders stagger, 
then taking a shot at an 
exposed body part is 
often your best bet 
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the snowmobiles. Barreling down the opposite side of the 
mountain from their icy climb on their new rides, Task Force 
141 eventually loses the pursuit by making a nearly suicidal 
jump over an icy chasm. 

As you would expect from Infinity Ward, the player controls 
every second of the action. Control is never taken from the 
player, from alternating triggers to climb the ice wall to setting 
off the charges on MacTavish's cue to shooting the pursuit 
while driving the snowmobile. West says, “We want to put the 
player in those interesting situations and have them feel what 
the person in that role would really feel.” 

Like the Call of Duty games before it, Modern Warfare 2 puts 
players in a variety of perspectives and locales. Far from the 
frigid Russian peak, Task Force 141 has tracked ballistics data 
from a different scene to an arms dealer in Rio de Janiero, 
Brazil. Here, the player becomes embroiled in a running 
firefight with the local militia as they make their way up a hill- 
side covered with ramshackle shanties. The famous O Cristo 
Redentor statue looks on as civilians flee from the soldiers, 
barely distinguishable from the militia with which the soldiers 
are exchanging fire. 

While the dramatically larger scale of Modern Warfare 2's 
levels was not immediately apparent in the mountain level, 
venturing through Rio's favela puts it front and center. New 
streaming techniques give the developer much more room 
to play with. Though you're moving toward a concrete goal, 
players can explore an entire hillside and choose the path 
with which to reach the objective. West points to the hill as 
a designer's best friend - since the player knows he has to 
move upward, the level layout doesn't have to lead him along 
by the hand as much. This allows the shantytown to sprawl to 
an extent that wouldn't have been possible in earlier titles. 
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WHAT ABOUT 


ONLINE? 


As thrilling as Modern Warfare 2's offline campaign 
promises to be, fans are clamoring more than 
anything for details on the multiplayer. Infinity Ward 

is keeping its online cards close to the vest for the 
moment, but a few interesting tidbits are out there. 
The most intriguing one on the table is the Special 
Forces mode [see sidebar, page 41], which introduces 
a co-op element to the game without compromising 
the ambitious storytelling of the single-player 
campaign. Other things confirmed to be in the offline 
game, like moveable turrets and heartbeat sensors, 
have obvious implications for multiplayer, though the 
developer declined to commenton their inclusion. 

A few of West's statements hold promise for online 
players as well. “One of my favorite things about 
multiplayer is making people famous,” he teases. “We 
briefly broached it in the last game, but we didn’t 

get it anywhere near where we wanted it, so we're 
putting a lot of effort into that. When people do things 
that are noteworthy, you hear about it in a way that’s 
easy to remember.’ It would be strange if this idea 

of calling out player accomplishment didn't tie into 
Modern Warfare 2's revamped community site [see 
sidebar, page 38], but the developer again declined to 
give further details. 
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т The camera angles are 
unusual, but all of these 
Screenshots are taken 
from the live game 


8 Seeing a MiG go up in flames and 
take out a platoon of enemies isn't 
even in the top five moments that 


| we saw...in a single level 


se cover story | 


Making changes to a game after launch is often a difficult problem 
that requires exhaustive certification from console manufacturers for 
the internet-distributed updates. However, Infinity Ward knows how 
invested their multiplayer community is and intends to keep working 
on the online experience after Modern Warfare 2 ships. "We have a 
technological solution to that problem. What will first-party [Microsoft 
and Sony —ed.] say about it, we're not entirely sure yet,” laughs 

West. This built-in mutability allows Infinity Ward to tweak things like 
spawn logic or certain aspects of maps without requiring a full-on 
patch. Some of this capability was present in the game's predecessor, 
but West assures us that the solution in Modern Warfare 2 is much 
more comprehensive. 
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Another example of the sheer size of the 
maps is the trackless Afghan desert setting. 
When Task Force 141 receives intelligence that 
another element of Makarov's conspiracy is 
taking place at a specific latitude and longitude, 
the player drops in on the coordinates to track 
it down. At first, it seems the wasteland goes on 
forever with nothing but scrub and dust to mark 
the distance. After a lengthy trek, however, the 
horizon reveals a hidden valley. Players must 
navigate the dizzying heights on rickety bridges 
and scaffolding that cling to the steep slope. A 
set of caves that could have been ripped from 
the set of Iron Man hold your goal. The entire 
valley is fully rendered, despite the fact that the 
opposite side looks like it might be half a mile 
away. Many developers would fake the distance 
by drawing a detailed texture on a fake wall to 
create the illusion of a full valley, but that’s not 
Infinity Ward's style. 

Back in Russia, a snowed-in village further 
shows off Infinity Ward's meticulous attention 
to detail. West jokes, "I'm a sucker for snow. 
globe levels," and the stately beauty of this 
environment underscores his point. Sent in 
to disable the anti-air weaponry preventing 
UAV-launched Predator missiles from striking 


Picking out militia fighters 
from civilians is no easy task 
in a chaotic battle 
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their targets, Task Force 141 navigates a snowy 
wood (which itself is the size of full levels in 
many current games) on their way in. Tracks 
cut through the frozen landscape, with iced-up. 
wheel ruts whose realism blows away the snow 
effects in any game to date. It sounds like a 
small thing, but the culmination of dozens of 
minor details like this has powerful results. 
Modern Warfare 2 may seem like more of 
the same on a surface level, but the depth and 
breadth of Infinity Ward's revamped design 
becomes apparent once you start digging in. 
This evolution of the tense, dram ingle- 
player experience is primed to raise the bar 
for video game storytelling yet again. Extensive 
co-op via the Special Forces mode is a direct 
answer to one of the fans’ most frequent 
requests. Competitive multiplayer, though the 
developer declined to divulge much related 
information, is clearly a focus and has an 
unparalleled foundation to build upon. Infinity 
Ward is one of the most successful studios 
in gaming, and its next project looks ready to 
meet the highest expectations of even the most 
rabid fans. a 


Transformers spark and explode, dust and debris clog the air, and water 
shoots skyward from a toppled fire hydrant. Jason West is showing off his 
"toy box": a test level filled with dozens of Modern Warfare 2's interactive 
objects. The destruction is impressive, all the more so for a framerate that 
stays stable at 60 frames per second, even with dozens of concurrent 
explosions. More intriguing, though, is the second test level. Enemies 
spawn in waves from predetermined points only to be gunned down by 
automated turrets that West has set up in a perimeter. The laser-sighted 
miniguns make quick work of the incoming hostiles, and we can't help 
but wonder where they'll be used in the game, both in single-player and 
multiplayer — though West again declines to elaborate. 
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“We want to put the player in those interesting 
situations and have them fee! what the 
person in that role would really feel.” 


— Jason West 
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For years, there were the people who made the music, and the people who played it 

to the masses. The artist recorded tracks. The disc jockey put those tracks on the radio 
and played them at the club. As the years passed, the lines of creativity began to blur. 
DJs began to tie together different songs, matching up the beats and extending the 
in-song breaks. They added scratches and mixed different music together to create 
distinct tracks. The separation between artist and presenter disappeared. The DJ in the 
21st century is a new kind of musician, with unique tools at his or her command. What if 
game players could tap into those tools and blur those same musical lines? 


Far from the dance and hip-hop music scene, Guitar Hero and seemed hard to imagine a title that could do more than emulate the 
Rock Band have been a phenomenon for four years now. An ever- existing formula — perhaps with a plastic turntable instead of a guitar 
broadening audience of young and old fans has reconnected to to offer the illusion of difference. Then we spent hours locked away 
music through colored buttons and a plastic strum bar, generating with DJ Hero. We discovered that there is indeed somewhere to go in 
billions of dollars in sales. The question has recently emerged: Is the genre, and the folks at Freestyle Games have found it. > > 


there anywhere to go from here? Waiting to see DJ Hero in action, it 
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DJ Hero has a familiar setup that belies the new 
mechanics that make it so fascinating. A flowing highway 
of icons still drops toward the player, filled with colored 
notes and score-enhancing multiplier opportunities. 
Vibrant, exaggerated characters fill the backgrounds, 
even if they now wield vinyl records instead of guitars 
and drum sticks. The layout makes the game instantly 
accessible to music game players. 

However, that familiarity won't allow expert Guitar 
Hero players to leap onto the turntable at the highest 
difficulty. DJ Hero embraces the unique mechanics of 


turntablism in the same way the original Guitar Hero 
emulated rock guitar with its hammer-ons and pull-offs. 
The first fundamental difference is that most songs in 
the game are a mix of two existing tracks. Whether it's 
Marvin Gaye arid the Gorillaz, or Rick James and Nirvaná, 


۰ Í 


N 5 
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The Turnage 


Hidden d-pad and 
face buttons 


Wi Two-player competitive or cooperative play is ar 


there's even a bonus mode with the second player on 


the music of DJ Hero is entirely new, but based on the 
master tracks of dozens of famous songs. "Not every 
song has to be a two song mix," producer Will Townsend 
explains. “We sometimes play the same record on 

both tracks, and it's more the cutting and scratching 
that goes back and forth" In many cases, these tracks 
are crafted by the world's foremost DJs, and chosen 
particularly for DJ Hero. The game offers a chance to 
hear an entirely new collection of music, but one based 
in recognizable riffs and tunes. "With any music game, 
our goal is to make sure that everybody has something 
in there that they want. We went for a lot of variety of 
the music styles, with hip-hop and electonic, rap and 
pop," Townsend says. "But we're also not painting our- 
selves into a corner by focusing on only one of those.” 
Activision licensed over 100 individual songs, allowing 


Effects dial 


Euphoria button 


participating DJs to create over 70 mixes on the disc. 

With each song mix, the DJs worked with Activision 
and Freestyle from the beginning to make the music 
both great to listen to and exciting to play in the game. 
This is a luxury rarely afforded to other music games, 
since they're working with static tracks from the get-go. 

The two-track mix is the lynchpin feature that makes 
mechanics of DJ Hero so different. Rather than strum- 
ming a bar in time with guitar notes, the new turntable 
peripheral has a crossfader, which controls the volume 
of both songs. Slide the crossfader to the middle, and 
you've got an even mix. Left pulls up the volume of the 
left-most song track on the screen, and right does the 
same for its side. Onscreen prompts demand a constant 
adjustment between left, right, and center in order to 
keep pace with the unique mix being played. 


Stream buttons 


Platter 


Detach point, 
enabling a lefty flip 


Crossfader 


COLORED BUTTON PRESSES 
There are only three scrolling 
tracks, but either of the outside 
tracks must be pressed with the 
crossfader in the correct position 
in order to count 


. CROSSFADING 


The track slides left and right 
to indicate where you should 


moment 


5. REWIND METER 


an earlier section 


4. SCRATCH SECTION 


Hold down the note, and push or 
pull the record in the indicated 
direction – an X means you can 


scratch either up or down 


As you juggle the crossfader, you're also playing one 
or more of the stream buttons - the same recognizable 
beat-matching we all expect in a music title. However, in 
this case, each button corresponds to a particular track. 
The green button goes with the first song, the blue with 
the second song, and the red button in the middle repre- 
sents a sample, which adds flavor to the mix. 

The final major game mechanic shouldn't come as a 
surprise; a game called DJ Hero wouldn't be complete 
without scratching. “When you ask anyone, what does 
a DJ do? They immediately pantomime the headphone 
on the ear and the scratching motion. It's our air guitar. 
Scratching had to be key," Townsend tells us. The stream 
buttons lay atop a record-like platter, which spins all the 
way around. As the falling highway sends colored notes 
your way, it will sometimes extend those notes and add 
in lines of Xs, indicating a scratch passage. Hold down 
the appropriate stream button and flip the platter for- 
ward and back to scratch. Just as Guitar Hero adds the 
fifth fret on higher difficulties, DJ Hero adopts a similar 
approach to scratching; the X phrases begin to evolve 
into arrow-like triangles, indicating up or down scratches. 
"Some of these triple-A DJs in the game have specific 
scratch techniques that they do, and we're giving the 
user the chance to mimic and perform just like they do," 


have the crossfader set at each 


Consistent playing builds up 
the rewind meter, which can be 
triggered to send the song back to 


5. EFFECTS 
Orange overlay indicates an 
opportunity to customize the track 
with effects, which are set with the 
effects dial 


Townsend says. 

Pull all these features together, and the result is a 
unique challenge for music game enthusiasts. The visual 
vocabulary is the same, but a whole new system of 
motions must be learned to keep up with the action on 
screen. 

If those fundamental gameplay mechanics aren't 
enough, several other features flesh out the experience. 
Sitting above the crossfader is an effects dial. In any 
song, it can be used to flip between various samples 
mapped to the red button. During onscreen phrases 
highlighted in orange, the effects dial lets players choose 
between a number of effects, from echo to flange. 
Orange phrases can overlay the left track, the right, or 
the entire mix, delivering a compelling way to customize 


feature 


EUPHORIA BAR 

This meter increases with certain 
perfectly played phrases, just 
like Star Power. Trigger with the 
Euphoria button to double your 
multiplier 


the track each time you play. 

Finally, two meters allow players to further alter the 
experience. The Euphoria meter and its corresponding 
button act exactly like Star Power. Build up Euphoria 
along special phrases in the song, and then trigger it 
with a button press to double your score and send the 
mix surging into overdrive. 

Meanwhile, the Rewind meter delivers a new option 
- charge it up through strong playing and you can spin 
the record back. "It'll add this cool performance piece," 
Townsend says. "You actually rewind the track to some- 
where earlier, to a favorite part, or the beginning of the 
chorus, or some big buildup, and you can play it all over 
again, just like a real DJ would do in the club.’ 


DJ culture has evolved dramatically 
over the years from its birth in the 
early 20th century, always moving in 
the direction from simple purveyors of 
music to musicians in their own right. 


* |n December 1906, Reginald 
Fessenden broadcasts music on 
record over the radio for the first 
time. Within years, radio music is 
commonplace. 


* By the 1940s, England's Jimmy 
Savile is playing jazz records at 
a dance hall, switching back and 
forth between two turntables for a 
continuous mix of music, and the 
crowds begin to flood in. 


* 1969 finds American DJ Francis 
Grasso unveiling the technique 
of beatmatching, as he creates 
unbroken transitions between songs 
with similar rhythmic structures. 


* The early ‘70s see the rise of 
German band Kraftwerk. They lay the 
foundations for numerous branches 
of electronically created music. 


* DJ Kool Herc founds the earliest 
recognized beginnings of hip hop 
in the ‘70s, even as he develops the 
break, which uses identical records 
to extend the rhythmic instrumental 
section of a song. 


* Teddy Livingstone develops the 
technique of scratching in the mid 
‘70s. Supposedly, he happens upon 
the idea when he is startled and 
bumps his turntable after his mother 
shouted for him to turn his music 
down. 


* Grandmaster Flash and the Furious 
Five show up on the scene in the 
late ‘70s, and begin the practice of 
freestyle battles. 


* In 1986, “Walk This Way,” a 
collaboration between Run DMC and 
Aerosmith, becomes the first hip- 
hop song to break the Top 10 on the 
Billboard Hot 100. 


* The late '80s and early '90s see 
the rise of the rave scene. Artists 
like Doc Martin, Daft Punk, Fat Boy 
Slim, Chemical Brothers, and Crystal 
Method rise to prominence. 
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It's a lot to keep track of. Freestyle Games has rec- 
ognized the potential barrier to entry, and has imple- 
mented several features to help pull you into the DJ 
booth without frustration. An integrated tutorial system 
walks you through all the features as soon as you start 
playing. A beginner difficulty mode involves only straight- 
forward beat-matching, using little more than the three 
buttons on the turntable platter. This makes first-time 
play accessible even to kids. Jukebox mode allows you 
to listen and grow familiar with any track before you 
play it, and doubles as a great party mix of music when 
friends are over. "With the Jukebox mode, you can have 
your setlist and your favorite songs on in the background 
on your living room TV set. If you want to, you can 

jump in and start playing right there, with drop-in play," 
explains Townsend. Finally, in another nod to making 
the game accessible, the majority of songs are unlocked 
from the beginning. While there is a career mode to play 
through and unlock additional characters, venues, and a 
final few songs, most of the game's music can be played 
at any time. If one track confounds you, there's nothing 


= Like in the early Guitar Hero games, you'll pick between several pre-made 
characters, and travel the world to reach unique venues 


stopping you from jumping over to something else, 
Guitar Hero has always been about the fantasy of the 
rock star — playing on stage to the adoring masses. DJ 
Hero adopts a different goal. "It's about being the life 
of the party,” Townsend says. “You are the center of 
attention, in control of the music, and in control of what 
that music is going to Бе” Іп a dance club, the DJ is part 
of the scene, listening to his crowd and allowing it to 
shape the flow of music. As much as possible, Freestyle 
Games wants to emulate that sensation. Beyond the 
customization elements of choosing your samples and 
effects, the game aims to integrate DJ Hero as a party- 
worthy experience through its multiplayer features, Every 
mix in the game can be played online or locally, both 
cooperatively and through competitive DJ vs. DJ throw- 
downs. Microphone support allows enthusiastic vocal- 
ists and rappers to add their own flavor to the tracks 
being played, though there is no dedicated vocal track 
on screen. Finally, 10 songs in the game support duet 
play with a guitar peripheral — mixing the established 
gameplay of Guitar Hero with the new style of DJ Hero. 


2 яй 


The last piece of the puzzle involves remaining authen- 
tic to the DJ scene and drawing in the musical flavor that 
goes with it. To do so, Activision and Freestyle have part- 
nered with a number of internationally known DJs, both 
to create mixes for the game and advise on the tone of 
the gameplay. Among these music heavyweights is DJ 
Shadow, whose 1996 album Endtroducing is considered 
a landmark of turntablism. Beyond serving as an overall 
advisor to the project, he's also put together at least three 
full mixes for inclusion in the game — new tracks that 
have never been heard before. His contributions are rep- 
resentative of the broad talent participating in the project. 
Just as real DJ culture has often pulled from wildly diver- 
gent sources to craft new music, DJ Hero includes music 
from any number of genres. Grunge rock, soul, R&B, 
techno, early '80s rap, house — the genres are many, and 
the chance to integrate them together is unprecedented. 

Perhaps the most exciting feature of DJ Hero is its 


potential appeal, The challenging field of true turntable 
DJ work is a mystery to many, even those who count 
themselves fans of the scene. "What Guitar Hero has 
done for rock and roll, we hope DJ Hero is going to do 
for hip-hop, rap, and dance music culture," Townsend 
tells us. DJ Hero represents a chance to break open that 
growing branch of music, offering a window into the 
artistry of music shaping and creation that DJs do every 
day. The game offers an exciting mix of established 
music game conventions beside a whole new gameplay 
mechanic. If the game crystallizes into what it promises 
to be, it has the power to reinvigorate a genre that in 
only a few short years has fallen into a bit of a rut. From 
one group of skeptical but enthusiastic music game fans 
to another, DJ Hero certainly surprised us; it's the new- 
comer to watch as we ramp up into another music-filled 
holiday gaming season. M m m 


^i 


1 The falling note pattern may be familar, but DJ Hero requires players to 


learn an entirely new mix of onscreen cues 


The following are all confirmed mixes 
created exclusively for DJ Hero: 


* Gorillaz "Feel Good Inc." vs. Marvin 
Gaye "I Heard It Through The 


Grapevine" 


* Chuck Brown & the Soul Searchers 
"Bustin' Loose" vs. The Zombies 
"Time of the Season" (DJ Shadow 


Mix) 


* David Bowie "Let's Dance" vs. KRS- 
One "Jack of Spades" (DJ Shadow 


Mix) 


* Nivrana “Alt Apologies" vs. Rick 
James "Give It To Me Baby" (DJ 


Shadow Mix) 


* Jurassic 5 "Jayou" vs. Herbie 


Hancock “Rockit” 


* Tears for Fears "Shout" vs. Eric Prydz 


"Pjanoo" 


Other Confirmed Artists: 


* Beastie Boys 
* Beck 

* Blondie 

* Billy Squire 
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PLAYSTATION 3 | XBOX 360 


Final Fantasy XIII 


> STYLE 1-PLAYER ROLE-PLAYING GAME > PUBLISHER SQUARE ENIX > DEVELOPER SQUARE ENIX > RELEASE 2010 


IT'S RE 


inal Fantasy fans don't want to 

be reminded how long ago the 

latest numbered installment was 

announced. At this point, they just 
want to know that Final Fantasy XIII exists. 
Perhaps to assuage the fears surrounding 
the game's long development cycle, Square 
Enix has given gamers hope in the form a 
Final Fantasy XIII demo packed in with the 
Japanese Blu-ray release of Advent Children: 
Complete. We played through the hour-long 
demo (which unfortunately won't be included 
with the U.S. version of the movie), and we 
can safely say that Final Fantasy XIII is on its 
way to being one of the biggest games of 
next year. 

Even though the demo covers the open- 

ing section of the game, the biggest revela- 
tions aren't related to the story — they are 
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nestled in the combat mechanics. After the 
last installment, fans have wondered how 
FF XIII will reconcile real-time combat with 
the series turn-based roots. The solution is 
an intriguing compromise that keeps battles 
exciting while staying true to the traditional 
command entry. 

Instead of passively selecting your moves 
while the enemies patiently wait their turn, 
the battle gauges are always running. In this 
sense, combat resembles Final Fantasy XII; 
attack order depends on when individual 
meters have charged, not on a turn-based 
structure. Unlike the last game, however, 
players are no longer responsible for han- 
dling movement during battle. This eliminates 
characters' awkward shuffling and jockeying 
and allows the camera to adjust to create the 
most cinematic angles, making many normal 


attacks look like cutscene fight sequences. 
The sensation of choreographed combat is 
heightened by the fact that you now queue 
up multiple moves at once. The familiar ATB 
gauge is split into multiple sections, and 
each action consumes a set number of slots. 
In the demo, characters have three action 
points to expend on attacks, black magi 
and white magic, and all three categories 
can be mixed into one continuous chain. For 
example, you can perform three weapon 
strikes in a row since they only cost one 
action point each. Alternately, you might blow 
all three points on a single powerful magic 
spell, or mix and match various physical and 
magical attacks. As characters level up, the 
ATB gauge is split into more pieces, permit- 
ting increasingly numerous and powerful 
actions per turn. 


For all of the light the demo sheds on 
the Final Fantasy XIIl's battle system, details 
regarding the story remain sparse. The 
main characters are fighting against the 
government of the city of Cocoon, and 
some even belong to an organized military 
resistance. During the beginning of the 
game, they work to disrupt trains that are 
transporting citizens from Cocoon to Pulse, 
the dangerous landscape beyond the city's 
protection. How events escalate beyond 
that remains to be seen, but you can 
expect more information when game hits 
Japanese shelves late this year. Assuming 
a normal localization time, U.S. gamers 
should be playing FF XIII somewhere in the 
second half of 2010. m m Wl 


5 previews 
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т Other party members can act on their own, 


et but the degree of control you'll have over 2 
them is still a mystery ^: 
fi m Sazh (on the 
left) has a pet baby. 
chocobo that lives ^| 
in his hair 
E т By filling the break meter, you can wear enemies 


down to inflict maximum damage 


ES 
$ 


Wi Snow and his crew are on the front 
lines fighting the Cocoon government 


т Believe it or not, thisis . «| 
二 how the game actually looks ™ 


i 


Ne t-O-Uptax al 


While Final Fantasy XIII is * Players can only control one 
certainly different from its predetermined character in 
predecessors, some of the the party 

changes in the demo aren't 
representative of the finished 


* Ally Al behavior cannot be 


product. Since the goal is to modified 
give players a taste of the * Only three attacks can be 
gameplay, certain elements queued at a time 


are simplified to make the 
demo easier and more 
accessible. Here are a few * There are no experience 
features from the demo that points, leveling up, or ability 
we assume will be removed progression 

before release: 


* Items cannot be used in battle 


* Back attacks and preemptive 
strikes are not possible when 
initiating encounters 


її With no random encounters, 
battles begin by hitting enemies 
in the field 
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É When switching 
weapons, sometimes your 
character performs a wide- 
area series of slashes 


Muramasa: 


The Demon Blade 


> STYLE 1-PLAYER ACTION > PUBLISHER IGNITION ENTERTAINMENT > DEVELOPER VANILLAWARE 


> RELEASE SEPTEMBER 


THE CUTTING EDGE 


urrent technology allows video game 
consoles to produce realistic visu- 
als, but rendering the sweat on a 
character's brow isn't the only way 
to achieve astounding graphics. With the 
release of Odin Sphere in 2007, developer 
Vanillaware proved its ability to combine 
artistic direction and stylish 2D illustrations to 
create one of the best-looking games on the 
PS2. The studio's next game, Muramasa, has 
a similar visual flair — but how does it play? 
That's a question we can finally answer now 
that we have the final Japanese version. 
Before you start, you must select one 
of the two main characters. Each has a 
unique storyline; Kisuke is a fugitive who 
has lost his memories, and Momohime is 
fleeing her castle after being possessed 


B As you might 
imagine, this Scene 
is quite impressive 
in motion 
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by a spirit. While the plot varies depending 
on your choice of protagonist, the action- 
heavy gameplay is unchanged. You wield 
two types of swords — slow but strong а 
fast but weak — to slice through hordes of 
attacking ghosts, demons, and ninjas in 
short bursts of combat. 

You can switch among three equipped 
swords, each with a durability meter that 
decreases with each attack and defensive 
maneuver. This is where swapping weapons 
becomes critical in managing the often-hectic 
onscreen action; when a sword's durability is 
depleted, it breaks and becomes less effec- 
tive. Since durability recharges while you use 
another weapon, you're frequently switching 
from one blade to another in order to pull 
off flashy combos while keeping them all in 


T 


m A huge upgrade tree 
allows you to improve your 
swords, but you don't seem 
to learn any new moves 


au 
me € 


M Each weapori has a 
special attack that drains 
durability when used 


good condition. 

The side-scrolling stages are composed of 
small linked areas punctuated by discrete 
pockets of action. Groups of enemies jump 
out as you move from area to area, and as in 
Odin Sphere, you are free to continue explor- 
ing once you defeat them. The two main 
characters begin in different locations, but 
their destinations eventually overlap as they 
progress. However, most of the boss fights 
are unique to each character, and require 
players to observe patterns and whittle down 
the hulking creatures' multiple life bars. We 
fought a demon, a fiery head in a metal 
wheel, and a giant foot. 

As outlandish as some of the boss encoun- 
ters are, most normal battles don't last more 
than a minute or two. Even so, every fight 


is infused with old-school style. The mode 
we played required precise attacks and care- 
ful timing, though there is an easier setting 
better suited for button mashing. As we cut 
through multiple groups of foes, we preferred 
using the classic controller peripheral, but 
holding the Wii remote sideways also gets 
the job done. 

Amid the flying projectiles and slashing 
swords, Muramasa is consistently beautiful. 
The environments and characters look just 
as great in motion as they do in screens. 
Even better, we didn't notice any of the 
slowdown that plagued Odin Sphere. The 
game's September release in North America 
isn't too far away, but with Muramasa's 
classic action and gorgeous visuals, the wait 
won't be easy. ШШШ 


ll One of your swords may 
temporarily break, but they 
repair automatically 


121751217 


Samurai pedicures are not 
recommended unless your 
foot is the size of a house 


2 

The leveling system 
isn't as involved as - Я 

3 5 - Colored barriers block 
КО Peres though 7 Progress іп many areas. You 
y g po need to find the right scroll 
n experience before you can break them 


200v 000 NB 


Someone should be embarrassed 
here...but we're not sure if it's 
him, her, or us 


You use your swords 
, to deflect projectiles, so 
this fight isn’t as tough as 
it looks 
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PLAYSTATION 31 XBOX 360 


Red Dead Redemption 


> STYLE IPLAYER ACTION (MULTIPLAYER TBA) > PUBLISHER ROCKSTAR GAMES > DEVELOPER ROCKSTAR SAN DIEGO > RELEASE FALL 


SHOOTING FORA BETTER 5 


IAS 


n the five years since Red Dead Revolver, 
Rockstar always planned to return to the 
franchise. A sentimental favorite in the 
office, the team wanted to revisit the 
Western genre and give it the proper treat- 
ment with an ambitious scale that rivals their 
flagship game, Grand Theft Auto. Judging by 
our first look at Redemption, Rockstar is clearly 
on to something. 
While its predecessor took place in 
the heyday of the Wild West, Red Dead 
Redemption's tale begins during the declining 
years of frontier life, the first decade of the 
20th century. Riding the coattails of industri- 
alization, a burgeoning federal government 


GAME INFORMER 


T чыр; 
CON a 


EQUEL 


is damping down on the unruly frontier, 
annexing reluctant territories and ridding the 
backcountry of lawlessness. To aid the pro- 
cess, the Feds form The Bureau — a seedy 
precursor to the F.B.I. composed of ruthless 
arbiters willing to go beyond the bounds of 
the law to protect it. 

To adapt to the rapidly changing landscape, 
John Marston does the right thing, giving up 
the life of a ne'er-do-well and settling peace- 
fully into family life. Only the weathered 
scars on his face tell of his roughshod past 
that involved running with a notorious band 
of outlaws. But when the Bureau offers an 
unsettling proposition to Marston in relation 


to his newfound happiness, he reluctantly 
takes up the six-shooter once again. 

If our first excursions with Marston are any 
indication, he's in for a rough ride. The first 
mission Rockstar shared has him shooting 
his way to save a friend from hanging after 
a hostage trade goes awry in a ghost town. 
The next time we run into him, he's stuck 
defending a shady snake oil salesman from 
a cantankerous crowd of rifle-wielding rabble 
in a dust-kicking horse chase. Our experience 
culminates with Marston riding alongside a 
posse, struggling to protect a mail train from 
waves of bandits through a barren, rocky 
frontier region. 


п The townsfolk speak with a 
bastardized English vocabulary 
straight out of Deadwood 


Despite the drastically different settings, 
similarities between Red Dead and GTA IV 
are evident throughout the game. Red Dead 
uses the same RAGE game engine, Euphoria 
physics technology, targeting mechanic, and 
cover system as last year's game of the year. 
Rockstar still has many elements of Red 
Dead Redemption under wraps, and we 
can't wait to learn more about this ambitious 
Western in the coming months leading to the 
fall release. W m m 


THE OPEN TRAIL 


Red Dead features a huge playable 
world divided into three sections: 

the Frontier, Mexico, and the Noi 
Train tracks and telegraph posts 

that litter the landscape signal the 
creeping modernity, but traveling 
between towns is still a dangerous 
undertaking. The world of Red Dead 
Redemption features a day/night 
cycle, weather variations, and an eco- 
system of threatening animals on the 
prowl. While Marston rides through 
the frontier, we witness a man on the 
side of the road fall victim to a moun- 
tain lion jumping down from its perch 
atop some rocks and mauling the 
poor chap. We also see a stagecoach 
robbery and a posse of horse-riding 
outlaws dragging a man behind their 
horses with a lasso. The world is 
filled with these dynamic events; it's 
up to the player to take sides or stay 
out of the fray. 


# Players can buy horses, steal them, or 

4 break in wild ones found on the frontier. 

Red Dead trades in the common Different horse breeds have varied traits. 
mid-1800s setting of most Western for speed, strength, and endurance 


games in favor of the turn of the 20th 
century, a pivotal time in the nation's 
history. Though the tale of protagonist 
John Marston is fictitious, Rockstar 
says some side missions incorporate 
real historical events. These notable 
events take place in the same time 
period as Marston's life unravels: 


* Theodore Roosevelt presides as 
the 26th President of the United 
States 
Henry Ford forms Ford Motor 
Company and begins mass pro- 
duction of cars 
The Wright Brothers take flight at 
Kitty Hawk 
Albert Einstein publishes the 
Annus Mirabilis papers, establish- 
ing the Theory of Relativity 
Joseph Conrad publishes Heart of 
Darkness 
The Boston Americans defeat 
the Pittsburgh Pirates in the first 
World Series 


Red Dead Redemption is a 
markedly different game than 
its predecessor, but one feature 
preserved from the title is the 
Dead Eye shooting mechanic. 
Rockstar has altered the skill so 
players can use it in two distinct 
ways. The first ability allows 
Marston to activate slow motion 
to get a bead on his aggressors 
with any weapon in the game. 
The second ability, which is rel- 
egated to pistols, gives Marston 
the option of painting targets 
and subsequently unleashing a 
chain of deadly accurate shots. 


The startling realism of Natural Motion's 
Euphoria physics is on display as bandits 
fall from saddles, get trampled by stage- 
coaches, and get killed by wildlife 


GAME INFORMER 57 


PLAYSTATION-3:I XBOX 360 WII | PLAYSTATION 2 VII 


Marvel Ultimate 


> STYLE 1 TO 4-РГАҮЕК ACTION (4-PLAYER ONLINE)» PUBLISHER ACTIVISION > 


eader's interactions with comics 

are inherently passive, with prede- 

termined narratives held captive 

by the creative visions of those at 
the helm. This often leaves readers with the 
everlooming question: What if? Marvel's 
blockbuster crossover Civil War was no excep- 
tion; while fans were marked and divided by 
their association with pro- or anti-registration 
factions, they never had to face the conse- 
quences of their moral standing. Vicarious 
Visions aims to change this by further fleshing 
out the mega-event and introducing splitting 
narratives, personal choice, and the chance 
for the everyman to leave his mark on the 
Marvel universe. 

Drawing both from Secret War and Civil 


War events, Marvel Ultimate Alliance 2 
features set pieces directly from the books, 
including the assault on Castle Doom, the 
attack in D.C, and the ambush at Geffen- 
Meyer. But don't expect to know what's 
behind every corner, as the events were 
used as inspiration, not a walkthrough. 
Eventually you must choose to fight 
alongside Captain America to repeal the 
Registration Act or with Iron Man to enforce 
it. Your affiliation directly changes how 
the game unfolds and dishes out unique 
gameplay rewards. NPCs also react differ- 
ently based on your team's lineup. 

Fusions — super moves created when 
two heroes work together — are a vital ele- 
ment of gameplay. These are broken down 


U |5 VISIONS > RELEA: 


se 


into three categories: clearing, guided, and 
targeted. Clearing moves are perfect in an 
ambush. In one example, Daredevil tosses 
opponents into the air and Deadpool guns 
them down. Guided fusions are controlled by 
the player and have a more focused damage 
radius, such as the flaming tornado created 
by Storm and the Human Torch. Targeted 
moves inflict massive damage on a single 
baddie, most often mini-bosses. The Fastball 
Special, where Hulk tosses Wolverine, makes 
a kabob out of whoever's on the receiv- 

ing end. To encourage experimentation 

with fusion attacks, characters can now be 
swapped out on the fly without having to 
wait for checkpoints. The new heroes start 
with the same amount of health as your 


previous team, so don't get too excited about 
exploiting the system. 

Equipment has been eliminated and 
replaced with boosts, which do everything 
from increasing the melee damage of your 
party to adding elemental charges to their 
weapons. Three boosts can be active at 
any given time from a pool of hundreds, 
earned through defeating bosses, choosing 
responses in conversations, doing heroic 
deeds, winning simulator missions, and so 
on. The environment is also more interac- 
tive, allowing Iron Man, for example, to hurl 
a car instead of just smashing it. Combat 
and destruction now land you ability orbs, 
which can be spent on upgrading passive 
powers. li Bi i 


B Players are rewarded 

for strings of successful 
fusions. A high fusion score 
will yield revival tokens, 
which are new to MUA 2 
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Performing heroic deeds 
unlocks new costumes, which 
don't incorporate upgrades 
this time around. This means 
you won't have to change your 
ensemble just for the perks 


YOUR DREAM TERM 


A total of 24 characters have been 
confirmed for launch. We're told 
that popularity and personality have 
an influence on the selection pro- 
cess, but gameplay diversity took 
the driver's seat in this iteration. 


Many characters from the debut 
title are returning, but Songbird 

and Iron Fist are new to this sequel. 
Although Songbird is an unknown 
outside the printed Marvel uni- 
verse, her ability to use sound as a 
weapon made her fusion-friendly. 
Pairing her with Storm will stop 
enemies in their tracks as a 
diamond-shaped construct disperses 
lightning in all directions. Iron Fist 
is a flexible character thanks to his 
chi-based attacks and hand-to-hand 
prowess, He is also one of a few 
characters able to heal teammates. 
Vicarious Visions confirmed that 
Deadpool will be returning and that 
Juggernaut will join the roster as an 
exclusive pre-order promotion. The 
current revealed roster is as follows: 


* Spider-Man 

* Wolverine 
fron Man 
Captain America 


Hulk 
Human Torch 
Invisible Woman 
Thing 
Thor 
Daredevil 
Luke Cage 
Storm 
Mr. Fantastic 
Songbird 
iron Fist 
The camera angle is slightly d Deadpool 
lower and moves in closer ! l Juggernaut (pre-order exclusive) 
when the action warrants 


Over 250 fusion combos are available. 
If playing alone, fusions are initiated by 
pulling the left trigger and choosing the 
desired teammate. If playing with a friend, 
both must pull the left trigger 
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Grand Slam Tennis 


> STYLE 1 OR 2-PLAYER SPORTS (2-PLAYER ONLINE) > PUBLISHER EA SPORTS 
> DEVELOPER EA CANADA » RELEASE JUNE 15 McEnroe erupts after the ball boy 
fails to procure a towel fast enough. 


SECOND SERVE You should see him when his steak 


is cooked wrong 


set against friends, it lacked the depth to keep tennis aficionados hooked. 
With Grand Slam Tennis, EA Sports plans to keep players on the court for a 
lot longer than 10-minute sessions. 

Grand Slam Tennis adopts the basic Wii Sports tennis foundation, but fleshes out 
the experience to include a larger arsenal of shots and more control over your player. 
Using the Wii remote, players can hit slice, top spin, and flat ground strokes by turning 
their wrists to mimic how real tennis players hold the racket for those shots. The basic 
swing produces a deep baseline shot, but players can also draw opponents toward 

the net with a well-placed drop shot, which is employed by holding down th 
B button during a shot. If your opponent is a serve and volley player, уо 
can lob the ball over his head by holding the A button while swing- 
ing the remote. The game plays with the standard Wii remote, but 
gamers who purchase Wii MotionPlus will benefit from more precise 
shot selection and ball placement. As in Wii Sports, sideline-to-sideline 
movement is automatically handled in the standard control scheme, but 
y gamers can move between the baseline and net using the up and down 
стапа stam Tennis aeres 23 current and buttons on the d-pad. 
T Once you get comfortable on the court, you can create a player to 
* Boris Becker * Andy Murray take on current and legendary tennis stars in the Grand Slam career 
* Bjorn Borg * Rafael Nadal mode. Players start with a very basic skill set, but as they rack up 
* Pat Cash * Martina Navratilova winners on the court their star ratings will rise. To round out their 
+ Lindsay Davenport  * Kei Nishikori 4 traits, players can also learn special abilities from the 
* Novak Djokovic * Andy Roddick y pros by completing Legend Challenges. Each pro has 
* Stefan Edberg * Pete Sampras , unique skills the player can adopt, such as Andy 
* Chris Evert * Maria Sharapova > gies  Roddick's serve, John McEnroe's net volley, and Мапа 
* Roger Federer * Michael Stich ine Sharapova's backhand. 
* Justine Henin + Jo-Wilfried Tsonga No Wii game is complete without a party mode, and 
* Lleyton Hewitt * Serena Williams Grand Slam Tennis fulfills the requirement with Tennis Party. This col- 
* Ana Ivanovic * Venus Williams lection of minigames features a dozen multiplayer-friendly minigames 
* John McEnroe based around — wait for it — tennis drills. Look for Grand Slam Tennis to 
take the court June 15, just in time for Wimbledon. Si W 图 


ii Sports proved that tennis is a perfect fit for the Wii control scheme, but 
while its simplistic gameplay opened the door for everyone to enjoy a quick 


With a turn of the wrist, players can 
slice the ball instead of hitting a flat shot 


WII | PSP | PLAYSTATION 2 


Silent Hill: 


| Shattered Memories! 


Ё 


> STYLE 1-PLAYER ACTION/ADVENTURE > PUBLISHER KONAMI 


> DEVELOPER CLIMAX STUDIOS > RELEASE FALL 


REIMAGINING A CLASSIC 


ith Silent Hill V: Homecoming, 

the new western development 

team, Double Helix, took the 

series in a new direction, placing 
the gameplay focus on combat and action. 
While the effort was genuine, many fans ulti- 
mately ignored it. Konami goes back to the 
drawing board with its new title, Silent Hill: 
Shattered Memories. 

Much like the Sci-Fi Channel's reimagining 
of Battlestar Galactica, Silent Hill: Shattered 
Memories puts a new twist on familiar char- 
acters and scenarios. The game still follows 
Harry Mason as he searches for his daughter 
Cheryl after a car accident, but outside of 
the narrative and setting, prepare for a brand 
new experience. Before Silent Hill fans cry 


The cell phone has been added 
to the Silent Hill survival kit 


Capture 


foul, rest assured Shattered Memories still 
retains the elements that make the franchise 
popular — messed up creatures, insane 
characters, and unexplainable, brain-melting 
events. 

The most evident changes deal with how 
the game is played and presented. The Wii 
remote serves as both the flashlight and the 
static radio enemy radar. While the nunchuk 
handles the movement, the remote's point- 
ing ability allows players to explore as if 
they were in the world. With the game's 
impressive lighting system, everything casts 
shadows and reacts in a realistic way to 
light. If you look at an object and Harry has 
something to say, he'll say it — no need to 
push a button. 


Shattered Memories forgoes using a HUD, 
inventory, or standard game menus. In their 
place, Harry has a cell phone the player can 
use for changing game settings, saving, and 
making phone calls (dialing 911 didn't seem 
to work too well in our demo). Players can 
find numbers around the world on billboards 
and fliers and call them for audio clues 
that move the story along. The entire game 
streams with no loading screens to worry 
about. When you open a door, the character 
walks right in. This allows the team to create 
intense moments reminiscent of the chase 
scenes in 28 Days Later as Harry moves 
seamlessly from room to room to escape 
the approaching monstrosities. 

Konami is taking cues from the director 


Harry is suddenly struck with 
flashbacks of his extremely 
awkward senior prom night 


feature in Left 4 Dead to ramp up the horror 
with Psyche Profiles. While most choice- 
based games only present options A, B, or 
C and then unlock a predetermined path, 
Shattered Memories watches the choices 
the player makes, notes how they react to 
certain situations, and then creates a unique 
nightmare for that particular situation. 

While the Silent Hill series has always 
been good about giving different endings 
based on player choices, it will be exciting 
to see how those choices shape the game 
before the credits roll. Konami's not only 
returning Silent Hill to its survival horror 
roots, it's also pushing the Wii hardware fur- 
ther than most developers. Bi Wi 18 


Part of the reimagining includes 
an all-new city layout to explore 


GAME INFORMER 61 


= 


5е previews 


PLAYSTATION 3 | XBOX 360 | PC 


ч 


Batman: Arkham Asylum 


> STYLE I-PLAYER ACTION > PUBLISHER EIDOS > DEVELOPER ROCKSTEADY STUDIOS > RELEASE JUNE 23 


CHECKING IN SOON 


e recently played through the first 

several hours of Batman: Arkham 

Asylum, and it may be the best 

Batman game ever made. That's 
not a particularly enormous hurdle to clear, 
but Arkham makes one wonder why the Dark 
Knight has been relegated to brawlers and 
platformers all his gaming life. 


THE SETUP 


The game opens with Batman hauling Joker 
away to the asylum and, of course, everything 
goes horribly wrong, leaving our hero trapped 
on the island with all of his worst enemies. 
After the audio placeholders in earlier 
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builds, it's exciting to hear Kevin Conroy, Mark 
Hamill, and Arleen Sorkin reprise their roles 
from the animated series (Batman, Joker, and 
Harley Quinn, respectively). 


MISSIONS 

Aside from beating the living hell out of 
Joker's goons, Batrnan finds plenty to do 
around the island, which includes contain- 
ment areas, botanical gardens, and open 
outdoor areas. You must sneakily swoop 
down on Zsasz before he electrocutes a 
guard, grapple up to silently take out snip- 
ers, maneuver extended vertical platforming 
areas, stop enemies from screwing with the 
Batmobile, and follow the evidence trail with 
special detective vision. 


COMBAT 
All straight attacks are mapped to 
one button, but Batman's moves 
vary depending on how an enemy 
is facing him. While you fight a 
large group an icon appears over 
the head of the next attacker, 
allowing you to time the coun- 
ter button and string together 
punches and reversals until 
everyone's down. A quick 


cape stun and diving dodge also provide 
some defense. Once you create a big 
enough combo (eight hits to start), advanced 
moves like the throw and instant finishers 
become available. Longer combos also 
impart more experience at the end of a fig! 


LEVELING UP 

Batman's experience ring fills any time he 
knocks out a dude or picks up an item. 
Interestingly, health regeneration is directly 
tied to experience gained. Once the ring is 
full, you can choose one of 20 total upgrades 
like new fighting moves, remote-controlled 
Batarangs, and additional armor. 


PREDATOR 

When you enter a new area, it's always smart 
to flick on detective vision for a rundown of 
the number of armed and unarmed villains 
dose by. Thugs with guns can mow you 
down almost instantly, so it's best to take 
them out first. Armed enemies show up in 
bright red when your visor is on, and the 
game gives you plenty of attack options. Will 
you glide down and kick him in the face? 
Maybe blow up the roof over his head? How 
about hanging upside down and grabbing 
him, leaving him strung up by the legs? 


Joker is playable in the 
challenge rooms exclusively 


&. on the PS3 edition 


SECRETS AND UNLOCKS 

Those looking for more to do outside of 
blasting through the main adventure can 
thank the Riddler for placing trophies, villain 
interview tapes, and minor riddles through- 
out the complex. Many of these are hidden 
Metroid-style behind impassable barriers that 
you must return to later once you have the 
right gadget. Over the radio he occasionally 
drops hints like, “Don’t cut yourself on this 
sharply observed portrait” When you find 
the answer, a painting of Warden Sharp, 
hold down the left trigger to scan it and 
earn a nice dose of XP and sometimes even 
unlock a new character action figure, bio, or 
challenge room. These rooms task players 
with beating down waves 

of goons or taking out 

armed guards as quickly 

as possible, and high 

scores are tied to online 

leaderboards. Bi B ii 


+ Add Friends 


From hot spot to hot spot, add new friends with cube mobile device» Upload yourself and four 
buddies into the personalized interior. Even share music from your iPod "on 6 upgraded speakers 
and a Rockford Fosgate* sub:* It's the new way to stay connected. Learn more at NissanUSA.com. 
cube mobile device" starting at $13,990. 


Look Closer: Text *nissancube" to 44144 for music and goodies. 
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Fight Night Round 4 


> STYLE 1 OR 2-PLAYER SPORTS (2-PLAYER ONLINE) > PUBLISHER EA SPORTS 


> DEVELOPER EA SPORTS CANADA > RELEASE JUNE 30 


UNDER THE BRIGHT LIGHTS 


еме already had the weigh-in 
with Fight Night Round 4, and 
now we're finally stepping into 
the ring. We've been told the 
game's new physics system has changed the 
dynamics of landing and receiving blows, so 
we're excited to see how it's shaping up. 

Fight Night Round 4 feels just as respon- 
sive and intuitive as previous games in the 
series, except now it's even more danger- 
ous. Long-armed opponents will break 
down your blocks and keep you at arm's 
length unless you figure a way to get in 
dose and make them pay. The game's 
new weave move allows you to duck and 
move at the same time — an instrumental 
action when you're trying to get inside a 
stick-and-move fighter while avoiding a jab 
to the face. Once you're in close, however, 
you're still not safe. The new physics system 
produces miss-hits and weak shots when 
you throw ill-advised punches, which in turn 
open you up for counters. 

The game's tweaked controls let you coor- 
dinate your punches easier; body blows are 
thrown by abbreviated analog strokes that 
differentiate them from headshots. It sounds 
confusing, but it's very intuitive. Since it's 
easier to throw body blows (straights to the 
body still use the shoulder trigger as a modi- 
fier) with these new controls, we used them 
more often. 
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Your player starts his career path on the 
amateur circuit, participating in a tournament 
that can net him some unlockable gear and 
a ratings boost should he win. After this 
tourney you turn pro. The revamped career 
mode features specific challenges that you 
must overcome to reach the next rung on 
the ladder of your weight class (there are 
eight in all, with three belts per class). These 
include criteria such as getting a pay-per-view 
event, being on ESPN, and a certain win/loss 
ratio. Similarly, the game presents you with 
occasional surprise events, such as being 
called out to fight by a rival, a rematch, as 
well as a rare Rocky fight where the champ 
invites a lowly ranked nobody for a shot at 
the title. Fight Night Round 4 invites you to 
craft your own career arc and write your own 
legacy, including jumping up weight classes. 
Your success in your former weight class 
determines your initial rank in the new one. 

Crafting your reputation online is a little 
different. You can fight head-to-head with 
created or real boxers, but to compete for 
the online world championship you can 
only use your created boxer. The online 
boxing federation has three weight divisions 
(lightweight, middleweight, and heavy- 
weight) and one belt per class. Apart from 
gunning for the online title fight, EA plans to 
support tournaments and give other awards 
you can earn. Bi 8 8 
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Need for Speed Nitro 


> STYLE 1 TO 4-PLAYER RACING 
> PUBLISHER ELECTRONIC ARTS. 
> DEVELOPER EA MONTREAL 

> RELEASE FALL 


PLAYSTATION 3 | XBOX 360 | PC 


Need For Speed Shift 


> STYLE 1-PLAYER RACING (16-PLAYER ONLINE) > PUBLISHER ELECTRONIC ARTS 
> DEVELOPER SLIGHTLY MAD STUDIOS > RELEASE SEPTEMBER 22 


SHIFTING GEARS 


he tried-and-true Need For Speed 

formula of arcade racing and ridicu- 

lous live action cutscenes was run- 

ning on fumes in last November's 
Undercover. For the next entry in the series, 
EA transferred development duties from 
Black Box to PC racing-focused Slightly Mad 
Studios and cranked the gameplay dial 
from arcade to simulation. 

"Shift is not a departure, rather a dedica- 
tion to the simulation sub-genre," explains 
producer Jesse Abney. "Instead of produc- 
ing a title each year that attempts to satisfy 
all racing fan interests — arcade, action and 
open world, simulation and track-based — 
we're focusing our design intent specifically 
in one area at a time” 

The first thing sim fans will notice in Shift 
is a highly detailed cockpit view. "[Slightly 
Mad] has accurately modeled each vehi- 
cle's interior," Abney says. "The dashboard 
features a functional display, while the 


driver's arms, feet, and head animate to 
show movement from wheel to gear shift, 
clutch, and gas in real time. These aspects 
of design are critical to an authentic race" 
We raced around real life track Brands 
Hatch and a closed circuit route through 
London in a Pagani Zonda, and it definitely 
controls more like Gran Turismo than 
Burnout. The game also includes tracks like 
Willow Springs and Tokyo, and rides like the 
McClarenF1, BMW E92, and Porche GT3. 
While Shift looks completely de-cheesed 
in comparison to previous NFS entries (no 
cutscenes in sight), details on multiplayer 
and story progression are still elusive. 
"The focus of the game is about the 
driver experience, progressing through the 
career, [and] advancing your skills" Abney 
says. "The career will have a combination 
of one-off events, tournaments, and spe- 
cial invites" IH в ш 


A FAMILIAR FEEL TO A NEW HOME? 


he direction of the Need for Speed 
franchise has split among the dif- 
ferent consoles, but the soul of 
the series remains with Wii's Nitro. 
Featuring arcade racing, cops, and customi- 
zation, this game melds these NFS princi- 
ples with the Wii to make a title particularly 
suited to its new home. 
Accessibility is usually a feature for Wii 
games, and Nitro tackles it in its own way. 
Players gain two stages of speed-boosting 
nitro by drafting, drifting, and not hit- 
ting anything, but they can be lost if you 
damage your car. Engaging nitro and swerv- 
ing to hit the other vehicles is handled by 
shaking the remote. The game's tracks 
also feature jumps, shortcuts, and even 
holes you can fall down (triggering an auto 
re-spawn). Other on-track pickups help 
level the playing field. Gadi Pollack, Nitro's 
producer, won't reveal these pickups, 
but he says they won't be floating boxes 


like in a kart racer. Instead, Nitro naturally 
incorporates these pickups into the racing 
environment. Pollack also says that win- 
ning a race won't be all about luck like in a 
Mario Kart title. 

Cops are a big part of any Need for 
Speed title, and Nitro uses them to keep 
everyone on their toes. Players can transfer 
their heat level onto competitors, and can 
change speed cameras on the track to 
trick other drivers into drawing the cops to 
their tail. Pollack knows that a separate Hot 
Pursuit-like cops mode would be a big deal 
for the fans, but he wouldn't confirm any- 
thing other than to hint at the possibility. 

“We don't want people to think the Wii 
version is the dumbed down version of 
Need for Speed," Pollack says. Fans of the 
franchise can definitely feel heartened 
by this statement, and given how Nitro 
captures the series’ arcade-racing flavor, it 
appears they won't have to worry. IB 88 i 
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Prototype 


Free-running meets 
superpowers to shape the 
movement style 


> STYLE 1-PLAYER ACTION > PUBLISHER ACTIVISION > DEVELOPER RAI 


FREE TO DESTROY 


e've waited a long time to play 

in Radical's ambitious open 

world, and Prototype is finally on 

the home stretch. We recently 
dove into several levels of the game, trying 
out Alex Mercer's devastating collection of 
powers and free-running skills while wan- 
dering through the decimated streets of 
Manhattan. We were excited for the game 
before we played. Now we can't wait to see 
the complete package. 

Alex Mercer is a dark and merciless pro- 
tagonist who wanders New York, seeking to 
uncover the truth behind his transformation 
into a living weapon of mass destruction. 
Switching between powers is a breeze using 
a power wheel mapped to one of the sho 
der buttons. Four abilities can be set to the 
d-pad from this wheel at any time, and each 
one has a place in combat. The gory messes 
left behind after a bout with the claws is a 
testament to their value against infantry, and 
the hammer fist power smashes through 
tanks with ease. 

The disguise ability brings an entirely 
new element to gameplay. While being 
pursued by a powerful strike squad of 
enemy vehicles, it's easy to slip around a 
corner and transform into a civilian, walking 
away unharmed. This ability is invaluable 
as you approach heavily defended fortifica- 
tions. During one mission, we morph into 
a common soldier and drop down onto a 
helicopter pad. Moving near to the chopper 
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pilot, we grab him and absorb his body and 
memories. Now equipped with the skills 
needed to pilot his helicopter, we hop in 
and take off. 

Its equally fun to navigate the streets and 
skyscrapers on foot. Wild leaps land you a 
block from where you push off, and heavily 
congested ground areas offer no impedi- 
ment as Mercer punches past pedestrians 
and leaps over cars and trucks with ease. 
Ascending a building, Mercer seamlessly 
transitions around corners and leaps obvi- 
ous blockades automatically. This leaves 
the player free to focus on larger navigation 
concerns and deal with the constant attacks 
headed his way. 

There remains little doubt in our minds 
as to the high quality of the free movement 
and combat controls at play in Prototype. 
Moment-to-moment interactions of all types 
feel responsive and smooth. Our linger- 
ing questions concern the wider mission 
structure and story components. We've 
yet to see the flow of gameplay over long 
stretches, and the variety of these experi- 
ences makes or breaks open world games. 
The clever “Web of Intrigue" storytelling 
device has a lot of promise. Nodes on the 
web unlock as you absorb memories, filling 
in gaps and fleshing out characters and plot. 
If the mission variety and story are up to 
snuff, Prototype may be one of the must- 
play games of the summer. 88 lii 88 


The game is unabashed in its 
depiction of brutal violence, and 
the main character looks to define 
the concept of the anti-hero 


Alex Mercer has much 
more than normal human 
enemies to face 


New York transforms over the 
course of the game from a troubled 
city into an all-out warzone 


Later powers add 
defensive abilities in addi- 9 
tion to attack forms 


Shoot the Scribes first 


PLAYSTATION 3 | XBOX 360 | PC 


Wolfenstein 


> STYLE 1-PLAYER ACTION (MULTIPLAYER TBA) > PUBLISHER ACTIVISION 
> DEVELOPER RAVEN SOFTWARE/ID S! 


BUSTIN’ THE SS 


hen the demo for id and Raven's 

upcoming Wolfenstein entry 

first kicks off, the game looks 

just like any other World War 
Il shooter we've all played a million times. 
Fortunately, it doesn't take long until series 
hero B.J. Blazkowicz uncovers a mystical 
amulet that grants him access to a gre 
tinted alternate dimension called the Veil. We 
watch Blazkowicz escape from an Indiana 
Jones-esque ancient temple, blasting Nazis 
and dodging spike walls and flying arrow traps 
using his newfound amulet to temporarily 
slow down time with its Mire ability. 

We grab the controller for a more combat- 


oriented stage near a church. A group of 
standard issue Nazi grunts has dug in at 

a courtyard, so we make our way through 
gradually picking off soldiers. Surprisingly, the 
iron sight view has no aim assist, so it can be 
a little pesky if you just played Call of Duty 

4 or Chronicles of Riddick. Exploding barrels 
are scattered liberally throughout the stage, 
and their generous splash damage results in 
plenty of satisfying Nazi screams. 

Things start to get hairy when the Scribes 
show up. These sorcerer Nazis cast shields 
on allies, blast you with energy, and zip 
across the screen like Johnny Cage doing 
a shadow kick, so it's not easy to get a 


The electric slide...of terror! 


Milk grenades aren't necessarily 
deadly, but they are a good source 
of calcium 


bead on them. But the most deadly foe we 
encounter is the heavy trooper. Fully decked 
out in armor, this guy carries a devastating 
particle cannon that disintegrates anyone it 
touches (think a Ghostbusters proton pack) 
We scurry between buildings to dodge 
his attacks, slowing time to target his two 
shoulder weak points, and refill Veil energy 
at pools scattered throughout the area. 
Eventually, his weak spot emerges after the 
others are destroyed and we take him down 
once and for all. The best part? You can nick 
his gun afterward. The warehouse full of 
Nazis nearby does not appreciate this. 

The only disappointment is that a 
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weapon this powerful runs out of ammo 
quickly. Thankfully, the game allows you 
trade in collectible treasure and Nazi gold 
on the black market to upgrade the particle 
cannon or any other weapon. Blazkowicz 
can do this type of business in various hub 
towns and also receive missions from the 
three underground factions in the game. 
We can't wait to explore more of these 
open world elements in the future. The 
impressive action has us looking forward to 
the release window this summer. Si & M 
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Scythe in the brain 
= total battle control 


The cross weapon is a mix of 
projectile and area attacks 


PLAYSTATION 3 | XBOX 360 


Dante’s Inferno 


> STYLE 1-PLAYER ACTION > PUBLISHER ELECTRONIC ARTS 
> DEVELOPER EA REDWOOD SHORES > RELEASE 2010 


GOD OF HELL 


ast issue we laid out the initial details of EA's Inferno 
adaptation. This month we got hands-on time with the 
game and spoke with executive producer Jonathan 
Knight. Our first question is self-evident — why turn 
a legendary poet into a battle-hardened warrior? "I think the 
main reason we haven't seen more of Dante's Inferno in 
mainstream entertainment — games, movies, etc. — is because 
the story isn't particularly ripe with drama and conflict," Knight 
says. "It's basically Dante and Virgil walking through the afterlife 
describing what they see. We've had to adapt the story to bring 
in that action and conflict. But, | think we've done it in a way 
that's reasonably deferential to the core narrative of the poem” 

Knight claims that other than the core changes to the plot, 
everything else about the game is pretty faithful to source 
material. “The geography, locations, and major landmarks 
come straight from the poem,” Knight proclaims. “Dante had a 
vision for the nine circles of hell, the sequence, and the order 
in which people are punished, and we are sticking to that” 

We played a chunk of the limbo level to see how Dante 
handles in combat. It's hard not to instantly think of Kratos. 
Dante's bone scythe has wide area attacks, focused swipes, 
button mash decapitations, and more. His defensive roll and 
double jump seem almost precisely timed to God of War's 
feel. "To be honest, any comparison is extremely flattering 
because we know that if our game wasn't fun to play, or 
wasn't delivering a great combat system, then those compari- 
sons just wouldn't get made," Knight says. "No one would 
care about us.’ He points to the unique story and setting, 
giant demon control, and full commitment to 60 frames-per- 
second as major differentiating factors. 

Demon riding is certainly more involved than the typi- 
cal strong basic attacks and easy knock-offs of Golden Axe. 
Demons’ fire breath and arm smashes will tear up enemies, 
but Dante can't perform certain actions without the added 
strength. After fighting several waves of smaller demons on 
the deck of an evil ship with a smack-talking magic head 
attached to the bow, Dante knocks a rider off a huge beast 
and uses it to rip the head off and toss it away. Then they 
jump off the ship before it crashes and proceed to dimb up 
a sheer cliff. 

One of the freakiest parts of the demo came when babies 
with glowing eyes and blade arms jumped out of a hell crib 
and started attacking. Dante's guide, Virgil, explains that these 
unbaptized babies are stuck in limbo. Did EA have any con- 
cerns about this type of enemy during development? "[There 
was] no reservation about the babies," Knight says. "They are 
based in the mythology of the medieval time, and they have 
nasty swords for arms and try to kill you, so basically they are 
just another crazy enemy. Our enemies are one of the things 
that make the game unique. It's been really fun to come up 
with enemies themed after sins, and we didn't want to hold 
back, because our adult audience expects hell to be a pretty 
messed up place” 

In Dante's original epic poem, The Divine Comedy, his char- 
acter only finds redemption after journeying through purgatory 
and paradise. Does this spell sequels for Inferno? “You can 
expect the game to generally follow part one of The Divine 
Comedy, in terms of scope,” Knight says. "For what it's worth, 
| have conceived of the game as part one in a trilogy, so some 
thought has gone into parts two and three. But given how 
important it is that we get this game right, all the energy is 
going into Inferno right now" BI ШШ 
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Guitar Hero Smash Hits 


> STYLE 1 TO 4-PLAYER MUSIC (4-PLAYER ONLINE) > PUBLISHER ACTIVISION/RED OCTANE 


> DEVELOPER BEENOX > RELEASE JUNE 16 
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PLAYSTATION З | XBOX 360 | PC 


The Saboteur 


> STYLE 1-PLAYER ACTION > PUBLISHER ELECTRONIC ARTS 
> DEVELOPER PANDEMIC STUDIOS > RELEASE WINTER 2009 


t may seem early to get nostalgic about 
a series that only first came out four 
years ago. Even so, Activision knows 
some of its audience would love to 
play the full band and master track versions 
of the best titles from the early Guitar Hero 
games. Enter Smash Hits, a collection of 
the biggest and best tunes from the first 


four games, but with all the added features 
introduced in World Tour, including the 
character creator and Music Studio. The 
new game includes 48 full tracks, all origi- 
nal masters from the actual artists. Rather 
than bore you with another description of 
how the game works, (it hasn't changed), 
check out the game's full set list. B a m 


EAT MY DUST, NAZI! 


ack in April 2007, we debuted the 
first details on Saboteur's racecar 
driving World War II spy hero Sean 
Devlin. Since then, while the dev 
team quietly worked away, EA acquired 


Doppelsieg team, and gets caught up in 
some serious trouble. "It escalates very 
quickly and builds up to something gone 
horribly, horribly wrong," French says. ^What 
starts out seemingly innocent turns out 


Pantera - "Cowboys From Hell (Live)" 
Franz Ferdinand - "Take Me Out" 
Queens Of The Stone Age - "No One 
Knows" 

Joan Jett & The Blackhearts - “1 Love 
Rock N' Roll" 

Boston - "More Than A Feeling" 
White Zombie - "Thunder Kiss '65" 
Blue Oyster Cult - "Godzilla" 

Helmet - “Unsung (Live)" 

Queen - "Killer Queen" 

* Incubus - "Stellar" 


* Ozzy Osbouri "Bark At The Moon" 
* Deep Purple - "5moke On The Water" 
* The Donnas - "Take It Off" 


The Exies - "Hey You" 


Avenged Sevenfold - "Beast And The 
Harlot" 

Rage Against The Machine - "Killing In 
The Name" 

Rush - “YYZ” 

Lynyrd Skynyrd - "Free Bird" 

Foo Fighters - "Monkey Wrench" 
Iron Maiden - "The Trooper" 
Nirvana - "Heart-Shaped Box" 

Lamb of God - "Laid To Rest" 

The Police - "Message In A Bottle" 
Wolfmother - "Woman" 

* Kansas - "Carry On Wayward Son" 
Stone Temple Pilots - "Trippin' On A 
Hole In A Paper Heart" 

* Warrant - "Cherry Pie" 


Alice in Chains - "Them Bones" 
Danzig - "Mother" 

Jane's Addiction - "Stop!" 

Reverend Horton Heat - "Psychobilly 
Freakout" 
The Sword 


"Freya" 


* Mötley Crüe - "Shout At The Devil” 


Twisted Sister - "I Wanna Rock" 
Anthrax - "Caught In A Mosh” 
Judas Priest - "Electric Eye" 

Extreme - "Play With Me" 

Poison - "Nothin' But A Good Time" 


* Ratt - "Round and Round" 


* Pat Benatar - "Hit Me With Your Best 


Shot" 
Living Colour - "Cult Of Personality" 


* Heart - "Barracuda" 


"Rock And Roll All Nite" 
- "Miss Murder" 
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DragonForce - "Through The Fire And 


Flames" 
Priestess - "Lay Down" 
Slayer - "Raining Blood" 


Aerosmith - "Back In The Saddle" 


developer Pandemic and added "the" to 
the name. "In a way, everything and nothing 
has changed since then," says lead designer 
Tom French. "Every system, mechanic, story 
point, and mission have all gone through 
iterations and changes, but at the core, 
we're still making an open world action 
game with Sean's revenge story and a 
WWII setting. With all of these tweaks and 
changes though, the game now definitely 
feels like the game we wanted to make" 
Sean manages to handle his role as 
an Indiana Jones-style action star well. 
He transitions easily between explosive 
gunplay, bone-cracking punches, sneaky 
building climbing, and pedal-to-the-metal 
getaways. The game begins at a big race 
in Saarbriicken, a town on the German/ 
French border. Sean drives for Morini 
Racing, a major rival of the Nazi-backed 


to be something very fatal and essentially 
sends Sean on his revenge spree to right 
what was wronged” 

Sean must fight his way across several 
locations in Germany and France, but Paris 
is the largest and most detailed city in the 
game. The team went as far as basing the 
layout on real 1940s maps. As the player 
fights to free the people and clear the Nazi 
occupation, city zones change from a black 
and white color palette to vibrant color 
at the precise moment of a major Nazi 
crushing event. “These moments range 
from breaking out resistance members to 
blowing up a giant cannon installed on a 
city building to taking down a Nazi train to 
wiping out a base full of Nazi defenses and 
more,” French says. We're excited to get 
our hands on this one soon. IB B il 
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ELEASE WINTER 


MARCHING ORDI 


ad Company was the first Battlefield 

console game to combine the 

series’ trademark multiplayer with a 

compelling single-player experience. 
Giving players the freedom to attack objec- 
tives with tactics of their choice and adding 
destructible environments proved to be a 
successful formula, earning the game broad 
critical praise. With Bad Company 2, DICE is 
bringing even more explosive action to the 
fore, and it has invited the forgotten PC faith- 
ful along for the ride. 

The debut Bad Company 2 demo starts 
with nincompoops Marlowe, Sweetwater, 
Haggard, and Sarge stationed near a Russian 
border village surrounded by snow-covered 


TES 
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Sore 
mountains. The squad is tracking enemy 
activity in the region; when the team sees 
soldiers loading something suspicious onto 
a truck, HQ gives them the green light to 
move in. Sarge sneaks ahead and silently 
slits a patrolman’s throat, but before long the 
enemies spot the infiltrators and the firefight 
begins. As the Joes eliminate soldiers and 
move through the village they encounter a 
tank blocking their progress. Marlowe pulls 
out a laser designator and paints the target 
for an air strike. While the team peeks from 
behind cover, two jets scream toward the 
tank and deliver the payload, resulting in 

an epic explosion that bombs the tank into 
oblivion and decimates the two adjacent 


buildings in the process. This is our first 
glimpse of Destruction 2.0, DICE's refined 
damage modeling. In the last game you 
could blow through walls, but Bad Company 
2 allows you to raze entire buildings. 

By the time Marlowe and the gang reach 
the end of the village, the truck is already 
headed out of town. As it disappears down 
the road, the team jumps into a vehicle. 
Marlowe takes position on the truck bed, 
shooting at pursuing enemy vehicles as the 
team scrambles frantically to catch up to 
their target. The demo culminates with a 
helicopter joining the chase, which Marlowe 
must take out with a well-placed missile. 

This sequence hints at the new direction 


т With disintegrating cover, the 
boys of B Company must stay 
nimble on the battlefield 


air strikes can level 
entire buildings 


DICE is taking Bad Company. While the 
game still takes place in an open world, the 
developer is making scripted sequences 

a priority to deliver the explosive and 
memorable moments that the first title 
lacked. While the tone of the game has 
shifted slightly away from its buddy comedy 
flavor in favor of more intense drama, 

DICE assures us that the game preserves B 
Company's trademark personalities. 

DICE is keeping multiplayer details under 
wraps, but insists that the popular mode is 
the main focus for the sequel. Stay tuned 
for more details at Ез. Il Ii f 


PLAYSTATION 3 1 XBOX 360 


Red Faction: Guerilla 


> STYLE 1 TO 4-PLAYER ACTION (16-PLAYER ONLINE) > PUBLISHER THQ > DEVELOPER VOLITION > RELEASE JUNE 9 


BREAK STUFF 


fter a seven-year absence, Red 

Faction is back. Thankfully, a new 

generation of technology is allow- 

ing developer Volition to deliver on 
the promises it made early in the decade. 
Red Faction: Guerilla, powered by the brand 
new GeoMod engine, is taking the concept 
of destructible environments to a new level, 
leaving the FPS roots of Red Faction behind 
in favor of an enormous open-world, third- 
person shooter experience. Everything can 
be hacked to bits, smashed to smithereens, 
or blown to kingdom come — and we mean 
everything. 

“We're letting you tear apart every man- 
made structure in the game: walls, buildings, 
bridges, everything,” comments producer 
James Hague. “In lots of games touting 
destructible environments, destruction is 
just a special effect. In Red Faction: Guerrilla 
you're doing the destruction yourself” The 
options are endless. Players can sledgeham- 
mer through walls, knock out a building's 
supports to make it collapse, blow out roofs 
so they cascade through the floor, and jump 
trucks into the second story of a building. 
"This changes everything you expect from a 
game world," Hague says. 

Judging from our time spent with the 
game, this is no idle boast. Whether armed 
with your trusty sledgehammer, remote 
charges, or one of the game's numerous 
improvised weapons, you can cause a 
remarkable amount of damage to the envi- 
ronment on Mars. This is all done through 
real structural physics, which creates highly 
entertaining emergent gameplay with light 
puzzle elements as you figure out just which 


load-bearing beam to take out for maximum 
damage. In once instance, we stand beneath 
a large tower we had just applied charges to, 
wondering which part to hit next. Suddenly, a 
massive steel groan belts from the structure 
as we realize it is coming down right on top 
of us. Near misses like this can't be dupli- 
cated by mere scripted events. 

This flexibility extends to the mission 
structure, which has more in common with 
sandbox games like Grand Theft Auto and 
Volition's Saints Row than its FPS predeces- 
sors. From your rebel home base, you and 
your Red Faction cohorts must help take 
down the Earth Defense Force, corrupted 
heroes that helped take down the Ultor 
Corporation in the original games. Whether 
its bombing EDF structures to create havoc 
or rescuing prisoners, there's always a new 
way to help sow the seeds of dissent. 

Multiplayer offers most of the familiar 
modes you'd expect for online play, but 
the real gem here is an offline mode called 
Wrecking Crew. Wrecking Crew is a collection 
of classic pass-the-controller minigames that 
reminds us of Burnout's storied Crash mode. 
This explosive free-for-all pits players against 
one another to see who can cause the most 
destruction. Strategy comes into play as you 
figure out ways to get your limited weapons 
loadout to cause the most chain-reaction 
destruction possible. It's one of the best 
new modes we've seen in a while, and the 
topper to what looks to be an extremely 
well-done shooter. a 


Se previews 


EAs you can see, the destruction 
in Red Faction: Guerilla is very real 


E As in GTA, you 
can jack any 
vehicle you see 
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*s previews 


> STYLE MASSIVELY MULTIPLAYER ONLINE ROLE-PLAYING GAME 
> PUBLISHER NCSOFT > DEVELOPER NCSOFT > RELEASE FALL 


TO THE SKIES! 


Csoft's Aion hopes to be the first 

Asian MMO since Final Fantasy XI to 

strike it big in the U.S. The game's 

potent combination of varied PvP 
and PvE content is already a success in its 
native Korea, and aims to land stateside later 
this year. We spoke to producer Brian Knox 
to get a feel for the philosophy behind Aion's 
ambitions, and to learn how integrating 
player flight into every level of Aion changes 
the game. 

"The development team looked at games 
from all across the world, and what was 
working and what was not. As the world 
becomes more globalized, so too are 
games," Knox says. With its Miyazaki-inspired 
world that is home to races based on 
ancient Greco-Roman cultures, and reworked 
UI and controls for Western markets, Aion 
takes this lesson to heart. NCsoft is even re- 
scripting entire questlines and encounters for 
Western gamers. 

Rather than carving a focused niche within 
the MMORPG scene, Aion welcomes players 
of all kinds. Knox touts the game's 1,500 
quests as a counter to the perception that 
Korean-developed games require massive 
amounts of grinding to advance in levels, 
and notes that the endgame embraces both 
PvE and PvP play. “We didn't want players 
to have to pick a path in our game by just 
choosing a route of PvP or PvE,” he declares. 
“Players will need to prepare for both PvE 
and PvP when laying siege to fortresses, arti- 
facts and general exploration and hunting" 

As mentioned earlier, everyone gets to 
fly, and not in the World of Warcraft sense 
where it's window dressing on travel con- 
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venience. Knox explains, “Each and every 
system is enhanced by flight: quests, har- 
vesting, exploration, raids, PvP, sieges, loot” 
Taking to the air has advantages and disad- 
vantages; ground-pounders are necessary 
for PvE raids and PvP sieges. It's hard to say 
much more about how flight impacts Aion's 
gameplay until we muck around in the 
world, but it certainly sounds promising. 
We've seen a lot of MMORPGs try to 
bridge the Pacific, and all have failed to 
gain footholds in North America. With Aion, 
however, NCsoft is taking a different, more 
comprehensive approach than has been 
tried in the past. Despite the history in place, 
the company's commitment to the title, as 
well as the interesting concepts in play, make 
Aion worth keeping tabs on. i m m 


Wl Reactor Core Breach is 
probably a strong attack 


1 


Bi What is it with MMORPGS 
and purple landscapes? 


п Hopefully the angelic-themed side. 
can avoid “Alliance syndrome” 


"WE 


m You can create your 
own adventures and 
edit the planets where 
they occur 


Spore Galactic 


Adventures 


> STYLE 1-PLAYER SIMULATION/STRATEGY > PUBLISHER ELECTRONIC ARTS > DEVELOPER MAXIS > RELEASE JUNE 25 


America's Army 3 


> STYLE 126-PLAYER ONLINE ACTION > PUBLISHER U.S. ARMY > DEVELOPER U.S. ARMY > RELEASE SUMMER 


BEAMING DOWN 


f you want to, you can spend all of 

your time in Spore playing with the 

creature creator or building an armada 

of airships — but you won't see the 
best the game has to offer. Spore's most 
compelling gameplay occurs once you 
reach the space phase, and that portion of 
the game is about to get even bigger with 
the release of the first major expansion 
pack. Galactic Adventures integrates seam- 
lessly into your Spore experience, giving 
you more ways to explore and interact with 
the final frontier. 

As you travel the galaxy, other sentient 
races will now present you with missions 
that involve going down to a planet and 
accomplishing tasks as your ship's captain. 
Controlling like the creature phase of the 
game, these segments are a series of 
various objectives. In a Romeo and Juliet- 
inspired adventure we played, we recon- 
ciled the families of two sweethearts by 
talking to the star-crossed lovers and their 
parents. Another quest had us escorting 
a young creature out of a disease-ridden 
research post, fighting off infected aliens 
along the way. Each mission you complete 
rewards you with experience, and as your 


captain levels up, you'll have access to 
extra weapons and ability enhancements. 

Galactic Adventures comes with a hand- 
ful of ready-made quests, but the built-in 
adventure editor can keep you busy indefi- 
nitely. You can create your own objectives, 
build towns full of NPCs, and even edit 
planet terrain. The interface is more compli- 
cated than the standard creation tools, but 
it also gives players more freedom; you can 
write dialogue, assign behavior patterns to 
creatures and vehicles, and craft multi-part 
objectives that span several acts. The whole 
process has a higher learning curve than 
the main game, but devoted fans will be 
thankful for the new options. 

As with everything else in Spore, you 
can share your completed quests with the 
community or play through others' cre- 
ations. This expansion's success will ride on 
a stream of fun user-made adventures, but 
it remains to be seen if more casual players 
will embrace the increased complexity of 
the adventure editor. We enjoyed our time 
with the Galactic Adventures, but we'll just 
have to wait to see if it re-energizes Spore's 
fanbase. B IB I 


E Your captain takes center 
stage in the new missions 


BASIC TRAINING 


even years have passed since 

the debut of America's Army, the 

free online shooter created to aid 

military recruitment by combining 
information about the U.S. Army with enter- 
taining firefights. In the years since, com- 
petitive multiplayer titles like Battlefield 2, 
Rainbow Six Vegas, and Call of Duty 4 have 
changed the dynamics of online games 
with sophisticated progression systems, 
team chat, and popular new game modes. 
Never content to lose a technology war, the 
U.S. Army adopted the Unreal Engine 3.0 
and started building America's Army 3 from 
scratch in hopes of competing with these 
online juggernauts. 

After listening to concerns from the 
America's Army community, the develop- 
ers integrated team chat, achievements, 
and a comprehensive stat tracking system 
on par with Halo 3. America's Army 3 also 
eliminates the barrier to entry by making 
the previously required introductory training 
levels optional. You still have to complete 
training courses to learn new skills and 
earn ribbons, badges, and medals; but new 
players can jump immediately into battle to 
get a feel for the combat before deciding to 
make the commitment. 

The U.S. Army spent a lot of time tweak- 
ing the engine to try to make this the most 
realistic combat game ever created. The 
team removed jumping altogether to rid 
the game of bunny hoppers in favor of a 
contextual vaulting system. Characters now 
move fluidly throughout the world, with 
seamless transitions between full sprints, 


prone positions, and a crouching position. 
To make the battlefield feel real, the Army 
took the time to integrate all of its ballistic 
information into the game. Grunts can now 
tell how close or far away a shot is taken 
from based on its sound. Each bullet has 
true physical properties that are taken into 
account for path alterations from ricochets 
and penetration. With bullets now capable 
of ripping through drywall and wood, sol- 
diers must learn the difference between 
cover and concealment very quickly. A 
new dynamic lighting system also takes 
into account eye adjustment when moving 
from well-lit exteriors to low light interiors, 
giving the soldier concealed in dark a beat 
on the infiltrator. 

America's Army's dedication to realism 
extends to the damage models for each 
character. If your leg is wounded, your 
movement will be impeded. Conversely, 

a bullet wound in your arm will decrease 
your firing accuracy. Real injuries require 
real medical treatment. If you go too long 
without being healed by a medic, you may 
bleed out or become incapacitated. The 
Army also raises the stakes by removing 
instant death messages — the only way to 
make sure you killed that soldier firing from 
the second story window is visual confirma- 
tion on his remains. 

The deep character development and 
impressive dedication to realism vaults 
America's Army 3 up our watch list. We'll 
follow up with more details as we get 
closer to the summer release. Wi Ill ii 


M The exercise in hitting the broad 
side of a barn is going poorly 
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PLAYSTATION 3 | XBOX 360 
иш 


Brutal Legend 


> STYLE 1-PLAYER ACTION (MULTIPLAYER TBA) > PUBLISHER ELECTRONIC ARTS > DEVELOPER DOUBLE FINE > RELEASE OCTOBER 13 


RAISE YOUR GOBLET OF ROCK 


ack on track after switching publish- 

ers, Brütal Legend, Tim Schafer's 

face-melting ode to all things metal, 

is getting closer to taking the stage. At 
an event during this year's Game Developer's 
Conference, Schafer showed the title for the 
first time since our 2007 cover story. 

Brütal Legend begins backstage with 
Eddie Riggs, the world's best roadie who 
is stuck tuning guitars and wiring amps for 
the worst metal band of all time. When a 
stage mishap causes Eddie's blood to land 
on his badass belt buckle, he awakens the 
fire beast Ormagóden, Cremator of the Sky, 
Destroyer of the Ancient World. This mythi- 
cal metal creature transports him to another 
dimension, and Riggs awakens at a temple 
that coincidentally looks just like the stage set 
from the metal show. Unlike the stage, how- 
ever, this temple is set atop a mountain of 
skulls and bones deep within a mythical land. 
As druids shrouded in red cloaks close in on 
his position, Eddie grabs the legendary axe 
stuck in the ground and starts raining blood. 

In battle Eddie has two basic attacks. He 
can use his axe (dubbed The Separator) 
to cleave limbs from his enemies or use 
his "axe" (a guitar named Clementine) to 
unleash ranged magical attacks by rocking 
killer chords. Tapping the guitar attack button 
results in a lightning burst, and holding it 
down unleashes a devastating pyrotechnic 
attack. As Eddie battles through waves of 
druids and demon nuns in the temple, he 
crosses paths with Ophelia, a female rock 
chick disguised as a druid. When she pulls 
back the hood of her red cloak to reveal a 
stunning beauty rivaling the sexiest vixens in 
rock lore, Eddie (voiced by Jack Black) quips, 
“Oh man, don't tell me I've been slaying hot 
girls this whole time” 

To escape the temple, Eddie must play 
riffs to raise pieces of a mythical hotrod from 
the ground. Using his vast roadie skills, Eddie 
quickly assembles the hotrod, dubbed The 
Deuce, and hits the accelerator with Ophelia 
riding shotgun. After defeating a towering 
snake monster at the temple gates, Eddie 
and Ophelia race across a crumbling road, 
dispatching enemies as they speed toward 
the safety of her base camp, Bladehenge. 

At the camp, Ophelia introduces Eddie to 
the leader of the resistance, Lars Halford. 
Standing atop a stone blade with his hair 
blowing in the wind, Lars is a natural front- 
man in the vein of Robert Plant and David 
Coverdale. Lars explains that Doviculus and 
his demon army, The Tainted Coil, have 
enslaved most humans. Lars and his sister 
Lita also recount an ancient fable of a warrior 
summoned by Ormagóden to either destroy 
mankind or deliver it. Lars wryly observes 
"there's some dispute over the translation" 
Eddie pledges to use his roadie skills to aid 
the rebels. 

Eddie's first task is to recruit an army 
for their uprising. Lars mentions a mine 
where indentured humans toil away 
mining ore by banging their heads 
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against the walls. Ever the oblivious front- 
man, Lars asks, “What do you do with a 
bunch of kids who don't know how to 
do anything but bang their heads all 
day long?" Eddie knowingly replies, 
“You start a revolution, Lars!" You 
are then greeted by a "Start a 
Revolution Now or Later" option. 
When Eddie arrives at the mine, 
he's greeted by the screeching 
voice of villainous turncoat General 
Lionwhyte blurting out motivational 
corporate-speak through towering 
speakers. Lionwhyte, voiced by Rob 
Halford of Judas Priest, is just one of 
many rock ‘n’ roll cameos awaiting 
gamers. Eddie plays a banging solo 
to get the slaves’ attention and urges 
them to break their chains of servitude, 
As Eddie's army of thick-skulled rebel youth 
grows, they are met by Lionwhyte's minion 
detachment of make-up wearing, spandex 
sporting glam rock soldiers. Eddie must then 
direct his newly recruited army of head- 
bangers to dispatch their hair-sprayed rivals. 
Eddie can control up to 30 allies at 
once, instructing them to follow, 
attack, defend, and protect. 
Several moments of 
this opening sequence 
had us laughing out loud, 
confirming Tim Schafer is 
still at the top of his game 
as a scriptwriter. Questions 
still surround the depth of 
the battle system and the 
diversity of quests in Brütal 
Legend's open world, but this 
opening teaser was enough to confirm the 
game's standing as one of our most antici- 
pated titles in 2009. 8 IB Wi 
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3 previews 


Brütal Legend also features a "battle 
of the bands" versus multiplayer mode 
that allows 40 vs. 40 combat 


AE SEARE A ч. " 


Tim Schafer's art direction goal is to 
make each setting look like it is ripped 
straight from a metal album cover 


Eddie Riggs can explore the world's 64. 
square kilometers to unearth side-quests, 
discover tab slabs that unlock new abili- 
ties, and collect several new metal songs 
hidden across the landscape 


Eddie's hotrod has a radio with 
several metal channels focused on 
sub-genres like classic metal, glam 
rock, black metal, and industrial 
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Mini Previews With Big Pictures 


PLAYSTATION 3 


Ninja Gaiden Sigma 2 


Just like the original Ninja Gaiden Sigma, PlayStation 3 owners are getting a spruced 
up version of last summer's Ninja Gaiden II in exchange for having to wait over a 
year since the Xbox 560 release. Ryu returns with new playable characters Ayane 
from Dead or Alive (the one with purple hair above) and Momiji (black hair) from 
the recent DS Ninja Gaiden title. Online two-player co-op is available in 10 side 
missions complete with scoring and online stats. New foes appear as well, the 

most impressive of which is a demon-possessed Statue of Liberty. We can't wait to 
battle the old broad this fall as long as it doesn't involve pink slime and a boom box 
pumping out “Higher and Higher" 


PLAYSTATION 3 | XBOX 360 | PC 


Saw ii 


PLAYSTATION 3 | XBOX 360 | PC 


R.U.S.E. 


It's surprising to think the Saw movies haven't been translated to video games until 
now. The series is the largest horror franchise of all time, eclipsing favorites that 
have stood tall for decades. Konami and Zombie Studios plan to scare some gamer 
pants off by creating an interactive version of the terror. Set between the first and 
second film, Saw takes place in a rundown insane asylum that serial jerkface Jigsaw 
has turned into his own form of hell. The game uses clever techniques to present 
puzzles, and the clues for solving them are always somewhere in the environment. 
This should keep players on their toes to avoid a messy, gruesome demise. Look for 
the game to release around Halloween. 


76 GAME INFORMER 


Ubisoft's love affair with acronyms continues with R.U.S.E. (too bad it hasn't decided 
what it stands for yet), an RTS that embraces military deception as a tactic used to 
change the tides of war. Deploy decoy units to bait the Axis into a trap, decipher 
radio chatter to see their moves in advance, and scatter camouflaged troops along 
the enemy path for a surprise blood bath. With maps that stretch for miles and units 
possessing the ability to launch strikes from afar, developer Eugene Systems (Act of 
War: Direct Action) has implemented a unique Iris Zoom feature that works much 
like Google Earth, allowing players to view the action up close or from the clouds. In 
addition to the campaign, players can play cooperatively, or join seven other military 
masterminds for an adversarial skirmish when R.U.S.E. hits retail either in late 2009 
or early 2010. 


PLAYSTATION 3 


Katamari Forever 


2 photophile 


Cross Edge 


The newest Katamari title is more of a tribute than a full new game (it's actually 
called Katamari Damacy Tribute in Japan). Of the game's 25 levels, about half of 
them are remastered versions from previous Katamari titles. A new jump mechanic 
takes advantage of the PS3 Sixaxis controller. In an effort to showcase the game's 
high-def 1080p punch, Katamari Forever comes with a variety of new graphical 

7 modes, such as canvas, 
comic, and colored 
pencil. Some areas 
even start out in black 
and white and color 
themselves in as you 
collect objects. Expect 
this entry in Namco's 
quirky franchise to 
release near the end of 
the year. 


PLAYSTATION 3 | XBOX 360 I Wii 


Virtua Tennis 2009 


Combining various game series, 
genres, and graphical styles, 
Cross Edge might be the biggest 
mash-up in history. Publisher 
NIS America is bringing together 
characters from titles like Disgaea, 
Darkstalkers, and Ar Tonelico in 
this strategy/RPG hybrid. In the 
turn-based battle system, players 
use action points to perform. 
attacks, then quickly switch to 


Sega's long-running tennis series 
returns with Virtua Tennis 2009, wen 
a fresh sequel that makes some ` 
welcome improvements to the 
franchise. Start with the expanded 
character creator and take your very 
own pro up the ranks to battle over 
20 real-world stars, including Roger 
Federer and Maria Sharapova, while 
learning techniques from legends Ң 8 \ 


like Stefan Edberg. The famous a ZU. 


other party members to create 
combo chains and execute special moves. The graphics mix 2D sprites with 3D. 
environments and enemies, creating a unique (though not unified) visual style. 
Considering how much fans love seeing crossovers of their favorite series, Cross 
Edge could make a lot of PS3 owners happy when it releases in mid-May. 


PSP 


Pangya: Fantasy Golf 


— Ф. 


minigames аге back, including 

four new contests, but the real news is online, where you сап compete іп weekly 
worldwide Sega Professional Tournaments. The game also includes the storied Davis 
Cup competition. The Wii version is the first third-party title to feature Wii MotionPlus 
capabilities, allowing you to apply spin on your shots by controlling your racket 
motion in real time. Look for the game to hit store shelves in early summer. 


Gamers may be more familiar with the Pangya series under its other name, Super 
Swing Golf, from its recent appearances on the Wii. Tomy acquired the publishing 
rights from Tecmo for this Ntreev Soft-developed game and changed the name back 
to the original title. Pangya features nine fantasy courses, thousands of unlockable 
items, and 18 playable characters. Story mode features the careers of eight key 
characters, while tournaments reward winners with exclusive items that can't be 
purchased in the shop. Up to eight players can compete locally if you can find that 
many people with the UMD and a PSP. Fans of wacky golf games should keep an 


eye out for Pangya in late June. 
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theoretically, 
it seats 6.75 billion. 


the INSIGHT. a new hybrid from Honda. rhe more 

hybrid drivers, the better. For all of us. So we made the Insight appealing 
to everybody, with an i-VTEC* engine, the new Eco Assist" system and, 
most importantly, an affordable price tag. It's the hybrid designed 


and priced for us all. The new Insight. Ө from Honda. for everyone. 


insight.honda.com 1-800-33-Honda EX model shown. Eco Assist and the Ei ist symbol are trademarks of Honda 
Motor Co.. Ltd., and may not be used or reproduced without prior written ay 309 American Honda Motor Co., Inc 


Punch-Out!! 


THE SCORING SYSTEM 


Our crack (or crackhead, we can 
never decide which) review team 
rates games in a number of cat- 
egories to help you sort out the 
great from the stuff you'll hate. 
Most games are reviewed by 
two staff members, and you will 
find both their opinions on each 
review. To make things a little 
easier we have put together some 
definitions of what the numbers 
mean, what we look for in a 
game, and also a cheat sheet so 
the newbies can understand our 
advanced video game jargon. It is 
important to note that the Game 
of the Month is determined only 
by the main review score, not an 
average of the two opinions. 
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Outstanding. A truly elite title that is nearly perfect in every way. This score is given 
out rarely and indicates a game that cannot be missed. 


Superb. Just shy of gaming nirvana, this score is a high recommendation because 
the game reviewed is head-and-shoulders above its competition. 


Very Good. Innovative, but perhaps not the right choice for everyone. This score 
indicates that there are many good things to be had, but arguably so. 


Average. The game's features may work, but are nothing that even casual players 
haven't seen before, A decent game from beginning to end. 


Limited Appeal. Although there may be fans of games receiving this score, many will 
be left yeaming for a more rewarding game experience. 


Passable. It may be obvious that the game has lots of potential, but its most 
engaging features could be undeniably flawed or not integrated into the experience. 


Bad. While some things may work as planned, the majority of this title either 
malfunctions to varying degrees or itis so dull that the game falls short as a whole. 


Painful. If there is anything that's redeeming in a game of this caliber, it's buried 
beneath agonizing gameplay and uneven execution in its features or theme. 


Broken. Basically unplayable. This game is so insufficient in execution that any value 
would be derived in extremely small quantities, if at all. 
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That thing on the ground over there. Even if it's free, its probably not worth picking 
up, smelling, or even touching. 


KT 


Infamous 


Empire City needs a hero, and you 
might be the one for the job. Comic 
book action and open-world explo- 
ration collide in this fantastic PS3 
exclusive from Sucker Punch, placing 
an array of explosive superhuman 
abilities at your disposal. As you scale 
the heights of the city and rain electric 
death down upon the forces that cor- 
rupt it, you choose whether you are 
liberating the citizens or subjugating 
them to your will. Be careful — the 
ability to throw lightning bolts from 
your hand may blur your perception of 
good and evil. 


> Concept: What new ideas the game brings to the table and how 
well old ideas are presented. 

> Graphics: How good a game looks, taking into account any flaws 
such as bad collision or pop-up. 

> Sound: Does the game's music and sound effects get you 
involved or do they make you resolve to always play with the vol- 
ume down? 

> Playability: Basically, the controller to human interface. The less 
you think about the hunk of plastic in your hands, the better the 
playability. 

Entertainment: Flat out, just how fun the game is to play. The 
most important factor in rating a game. 


> Replay Value 


High - You'll still be popping this game in five years from now. 


Moderately High - Good for a long while, but the thrills won't last 
forever. 


Moderate - Good for a few months or a few times through. 


Moderately Low - After finishing it, there's not much reason to give 
ita second go. 


Low - You'll quit playing before you complete the game. 


Armored Maiden 9 A є 
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(...It is about time to 
ng him.) 


REVIEWS INDEX 


Demigod 


Infamous. 


Klonoa. 


One of the biggest draws of any role-playing game is the quest to 
become overpowered through combinations of abilities and items. 
Demigod squeezes that entire journey into a hectic half hour. The kicker 
is that you start out able to crush normal foes with a single hit — as you 
can imagine, the heights of power you can aspire to are legendary. It's 
not really an RTS despite armies clashing, it's not really an RPG even 
with the leveling up, but Demigod pulls off its unusual mix of gameplay 


with aplomb. 


This is where GI breaks down multi-plat- 
form games. So whenever you see this 
logo, there is important multi-system infor- 
mation regarding that product. 


Content suitable 
for persons ages 
3 and older. 


Content suitable 
for persons 17 
ages and older. 


Content suitable 


for persons ages 
6 and older. 


Content suitable 
only for adults. 


Product is 
awaiting final 
rating. 


Content suitable 
for persons ages 
10 and older. 


Content suitable 
for persons ages 
13 and older. 


Bionic Commando. 
Boom Blox Bash Party. 
Broken Sword: Shadow of the Templars — 


Director's Cut. 


Excitebots: Trick Racing.. 


Knights in the Nightmare. 


Sacred 2: Fallen Angel 
UFC 2009 Undisputed 


X-Men Origins: Wolverine.. 


For our newer readers, here is a glossary of terms and acronyms that commonly appear in the magazine. 
Video game veterans should move along (these aren't the droids you are looking for). 


1080i - A resolution specification used for HDTV 
10801 stands for resolution of 1920x1080 pixels. 
The "i" means that the video is being interlaced 

1080p - Currently the best resolution for gaming 
оп an HDTV. In widescreen, 1080p generates 
an image at resolution of 1920x1080 in 
progressive format 

480p - Progressive scanning, this option ('p'— 
progressive), creates a picture signal with double 
the scan lines of a conventional interlaced picture, 
480i ("7 = interlaced), to create а noticeably 
sharper image. The 480p image offers higher 
picture resolution and eliminates virtually all motion : 
artifacts in a 640x480 pixel resolution setting 

720p - A resolution specification used for HDTV. 
720p stands for resolution of 1280x720 pixels. The 
^p" means that the video is in progressive format — : 

4X ~ A term we use for games like Civilization 
‘and Total War. The abbreviation means “explore, 
expand, exploit, exterminate” 

action - A term we use for games like God of War 
and Devil May Cry 

ad hoc - A type of wireless connection that 
connects you with other players in your immediate 
vicinity 

Al - Artificial Intelligence. Usually refers to how well 
the computer reacts to human opponents or works : 
with human allies 

adventure - A term we use for games like Myst 
and Escape From Monkey Island 


bloom - An effect that simulates the soft, blurred 
glow of bright light reflecting off of surfaces 

board - A term we use for games like Scene It? 
and Mario Party 

cel shading - А technique used to create 3D 
rendered objects that resemble hand-drawn 
animation cels 

CG - Computer Generated. Usually refers to 
cutscenes that don't use in-game graphics 


: DLC - Downloadable content. Usually takes the form 


of inexpensive or free add-ons to existing games 


1 ES - Electronic Entertainment Expo. A gaming 


convention held every year since 1995. Itis one of 
the largest events in the gaming industry 

first-party - A game made by a console 
manufacturers intemal development teams 
exclusively for its own system 


: fighting - A term we use for games like Mortal 


Kombat and Dead or Alive 


1 FPS - First-Person Shooter. Describes games like 


Halo, Doom, and Call of Duty. Also used to denote 
the phrase "frames per second or how many 
animation frames happen in one second 


1 framerate - The frames of animation used to 


generate the appearance of movement 


1 frontend – A game's menus and options 
1 HDTV - High Definition Television 
: HP = Hit Points. A numerical representation of a 


characters remaining Ие. Common in RPGs 


HUD - Heads Up Display. The various status 
indicators overlaid on the screen, like mini-maps 
and health bars 

infrastructure - A type of wireless connection that 
Uses the Intemet to connect with other players 
over long distances 

IP - Intellectual Property. A single game ог 
franchise encompassing the ideas and characters 
contained within 

isometric - Three-quarters top down view, like 
Warcraft 3 or Baldur's Gate: Dark Alliance 


should be straight 

LAN - Local Area Network. Connecting computers 
or consoles together within a small space to allow 
communication between them. Provides fast, 
simultaneous gameplay 

MMO - Massively Multiplayer Online. Usually 
applied to role-playing titles, we use this term for 


ames with persistent, multi-user online words ike: 
EES реветь ma user опи Ike $ shooter = A term we use for games like Ikaruga 


EverQuest and World of Warcraft 

motion blur - Phantom frames follow an object to 
give the impression of realistic speed 

music - A tem we use for games like Guitar Hero 
and Rock Band 

NPC - Non-Player Character. Those people and 
creatures you see wandering around in games that 
are not being controlled by actual humans. 


1 particle effects - Things like smoke or sparks. 


created in real-time 


1 platform - A term we use for games like Super 


Mario and Ratchet & Clank 


pop-up - When objects onscreen suddenly appear, 


typically due to poor draw distance 


1 PS2 - Sony PlayStation 2 
; PS3 - Sony's PlayStation 3 console 
1 puzzle - A term we use for games ike Tetris 


and Picross 


racing -At f йе Gran T 
(gates = Craptical ies thst look aged whan they 2. ORE = A etm we Use Kor games Me Gran urs 


and Mario Kart 


1 Recouping - According to Mr. T, there is no 


problem that cannot be solved by break-dancing 


1 RPG - Role Playing Game. A term games like Final 


Fantasy and The Elder Scrolls 


1 RIS - Real-Time Strategy. А subgenre of strategy 


games including ties like Starcraft and Command 
& Conquer 


and Gradius 


1 sports - A term we use for games like Madden NFL 


and Top Spin 


strategy - A term we use for games like Disgaea 


and Fire Emblem 


1 third-party - Something made for a console by a 


‘company other than the console manufacturer 
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PLAYSTATION 3 | XBOX 360 


X-Men Origins: Wolverine 


> STYLE 1-PLAYER ACTION > PUBLISHER ACTIVISION > DEVELOPER RAVEN SOFTWARE > RELEASE MAY 1 > ESRB M 


HIDE THE KIDS 


aven Software's depiction of Wolverine has 

more in common with slasher-flick icon 

Freddy Krueger than the PG-13 hero Marvel 

Comics has portrayed in its movies and 
cartoons. Where the two identities differ is in the 
follow-through of his claw attack. The family-friendly 
Wolverine has been known to take a life from time 
to time, but rarely will you see any blood on the 
adamantium. Raven's version applies real-world con- 
sequences to flesh meeting razor-sharp blades. Most 
fights conclude with impaled faces, cleanly ampu- 
tated limbs, and environments doused in buckets of 
blood. Wolverine's healing factor is also explored on 
a graphic level. Bullets tear holes into his flesh, and a 
rocket blast exposes bones, muscles, and a mess of 
organs. As time passes, his wounds heal — a process 
backed by amazing visual effects. 

Violence is the driving force behind this experi- 
ence. Raven did a fantastic job of exploring the 
untamed animal in Wolverine, and left few stones 
unturned in searching for creative ways for him to 
kill, or in turn, be subject to excruciating pain. | don't 
think there's been a character in video games that 
has taken this much punishment. What a strange joy 
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it is watch him rise from a disfigured mess 
to exact unfettered revenge. 

The gameplay that accompanies these 
acts channels a high level of intensity, and 
empowers the player with the feeling that 
nothing can stop a six-clawed crusade. 
That's not to say the game is easy, but | 
did find myself doing things that | normally 
wouldn't in games, simply because | knew 
Wolverine would regenerate health in 
seconds. | punched explosive barrels to take out a 
group of enemies in one blast, and let bosses have 
their way with me just so 1 could see the cool beat 
down animations that accompany their move sets. 

Watching Wolverine get his ass kicked is admit- 
tedly fun, but doling out the pain is a more satisfying 
affair. He moves with the grace of a lion and can tap 
into a number of beautifully orchestrated combos 
to dispatch enemies. Alternating between buttons 
forms deadly strings, and charging an attack will 
launch your enemy into the air, where a killer aerial 
combo can be initiated. This game also has a satisfy- 
ing throw mechanic. Enemies don't magically block 
your throw attempts, and can be dispatched in a 
number of ways, like 
being picked up and 
slammed down on 
a spike. The most 
satisfying means of 
attack comes from 
Air Wolverine's abil- 
ity to pounce upon 
foes from great 
distances. This action 
features an easy-to- 
use lock-on targeting 
system that allows 
the player to cover 
ground quickly, and 
bounce strategically 
across the battle- 
field. Altogether, the 


combat sizzles with excitement, and proves to be a 
worthy competitor to other games in the genre like 
God of War and Devil May Cry. 

Most of the enemy types are fun to combat, but 
frustration does sink in when a mid-boss surfaces. 
The mid-bosses are exercises in repetitive tactics and 
nipping away at health bars. Fighting them once or 
twice is fine, but battling them every 15 minutes or 
so is overkill. 

The game also dabbles lightly in puzzles tied to 
locked doors. Before you let out an earth-shaking 
groan, it should be noted that most of these puzzles 
are either creative in composition or so short in 
their solving that they don't impact the experience. 
They serve their purpose of breaking up the action, 
but don't feel like they are included just to give the 
player a breather. 

If this game had a definable Achilles’ heel, it would 
be the storytelling. With flashbacks, flash-forwards, 
and what might even be flash-sideways, the narra- 
tive is a knotted mess. The last two acts, centering 
on the movie versions of Gambit and Deadpool, are 
mind-numbing atrocities. If | could play this game 
again, 1 would stop playing after the Sentinel battle, 
as it is a far better conclusion. 

The story jumps the shark, and manages to 
mangle two of Marvel's most cherished characters 
in the process. The game may lose steam as it goes, 
but the excellent combat still makes it worth the 
price of admission.— REINER 


> Concept: An openly violent 
and bloody comic book game 
that allows players to sharpen 
their daws through frenzied hack 
n’ slash combat 


> Graphics: No details аге 
spared in the blood splatters, 
bullets wounds, torn flesh, ог 
mangled corpses. The environ- 
ments and cinematic sequences 
are equally as pleasing to the eye 


> Sound: Hugh Jackman nails 
his role, and the screams of 
people in agony made me 
swallow hard as І continued 
my onslaught 


> Playability: Unbridled rage 
accompanies every action, mak- 
ing for one of video games' most 
intense experiences 

> Entertainment: This game is 
nearly impossible to put down, 
even when some fights are 
overly repetitive 


? Replay Value: Moderate 


m Wájyerine may have 
lost hfs memories, but 
you never forget the joy 
of a purple nurple 


Second Opinion 9 


Forget all the stigma nor- 
mally associated with comic 
book and movie licensed 
games. Even if this was 
called the Adventures of 

Mr. McClawhands, old man. 
Logan would still hold his 
own against video game 
elites like Kratos and Dante. 
From the bloody, theatrical 
combat to the larger-than-life 
boss encounters, Wolverine. 
provides a non-stop thrill 
tide. One moment you're 
jumping from boat to boat 
in a white-hot race through 
the heart of the jungle, and 
the next you're skydiving 
through the Earth's atmo- 
sphere as you pummel an 
exploding Sentinel, What the 
game does better than most 
action titles is seamlessly 
transition between gameplay 
and scripted sequences; you 
rarely feel pulled out of the 
action since you have some 
control over many of the cin- 
ematic sequences. The only 
complaint | can level against 
Wolverine is its pacing. Even. 
though a few puzzles and 
platforming bits break up the 
action, you won't learn many 
useful moves after the open- 
ing hours, so the game loses 
its sense of rewarding pro- 
gression, It's probably best. 
to savor this game in shorter 
chunks, but maybe that's not 
a bad thing.—BEN 


How's the script? We'll let it speak for itself. 
Here's one of Spencer's lines: “Whoa, is thata long 
health Баг, or are you just happy to see me?” 


PLAYSTATION 3 | XBOX 360 


Bionic Commando 


> STYLE i-PLAYER ACTION (UP TO 8-PLAYER ONLINE) > PUBLISHER CAPCOM > DEVELOPER GRIN 


> RELEASE MAY 19 > ESRB M 


DRAGGED UNDER 


айап "RAD" 

Spencer has a bionic 

arm, and he's been 

pressed back into 
service after five long years in 
prison. His arm is a miracle of 
science, allowing him to do 
things no other man could 
manage. Unfortunately, it has 
a number of flaws, not the 
least among them is that its 
great weight pulls him under if 
he falls in the water. At times, 
you wonder whether Spencer 
would be better off without 
his bionic enhancement. The 
game suffers from a similar 
dilemma — a lot of great ideas 
and mechanics are trying to 
rise to the surface, but fun- 
damental flaws inevitably pull 
it down. 

The more you play Bionic 
Commando, the more yt 
scratch your head. Why is 
Spencer fighting? What is his 
ultimate objective? Why do we 
care? These questions are best 
left for a different game where 
the plotline is more than an 
excuse to swing into the next 
stage. Tack on the most idiotic 
twist ending in years, and 
the game seems more like 
a parody than straight-faced 
action fare. 

The core experience of 
Swinging through environ- 


ments should be the heart of 
the game; if done correctly 
it's more than capable of 
making up for a lackluster 
Story. At times, careening 
through the air is fast and 
thrilling. Then you fall into a 
pit, your arm can't reach a 
cross beam, some enemy 
guns you down, or (my per- 
sonal favorite) you swing into 
a radiation zone and die. The 
game conspires against you 
freely navigating the environ- 
ment, instead making you 
feel fragile and clumsy. It's 
not the sensation I'm looking 

from my machismo-laden 
killing machine. 

Despite my obvious frus- 
tration at the title, | can't 
disregard Bionic Commando's 
strengths. Environments look 
great, and the voice work 
and music are top notch. 
Watching a bunch of com- 
mandos swinging around the 
same stage trying to blast each 
other in multiplayer is also fun. 
However, it's hard to forget 
the unresponsive controls, 
ludicrous story, and question- 
able combat encounters. The 
game is uneven and incon- 
sistent enough to scare away 
even eager fans who have 
patiently waited 20 years for 
another swing —MILLER 


BOTTOM 
LINE 


6.25 


> Concept: Swing your way 
through this follow-up to the 
1988 NES classic 


> Graphics: An impressive array 
of background environments 
and fine details make the game 
look great 


> Sound: A strong musical score 
and consistent voice work 


> Playability: An extremely 
challenging and frequently 
clumsy control mechanic drasti- 
cally hurts the experience 


> Entertainment: A fun idea, 
but too many things go wrong in 
the execution 


> Replay Value: Moderately 
Low 


Second Opinion 5 


Imagine you are playing a 
Spider-Man game, but half 
the buildings are missing, the 
swing mechanic doesn't work 
nearly as well, all of Spidey’s 
witticisms are replaced with 
juvenile military angst, and 
someone keeps slapping 

the back of your head with 

a wiffle bat. This is Bionic 
Commando. Capcom's 
attempt to revive its 8-bit 
classic fails thanks to lacklus- 
ter combat, a clumsy swing 
system that often results in 
frustrating instant death, and 
a conclusion so laughably 
stupid it borders on insult- 
ing. Lifting cars into the air 
with your bionic arm and 
tossing them at your foes 
can be fun, and the multi- 
player is amusingly differer 
because everyone swings 
across the map like crazy. 
But as a whole, this update 
doesn't do the lovable classic 
any justice —BEN 


$° reviews 


PLAYSTATION 3 | XBOX 360 


> STYLE т OR 2-PLAYER FIGHTING (2-PLAYER ONLINE) > PUBLISHER THQ 
> DEVELOPER YUKE'S MEDIA CREATIONS > RELEASE MAY 20 > ESRB T 


UFC 2009 Undisputed 


GROUND AND POUND 


FC athletes spend 
months — even 
years — on special 
diets, working out, 
and practicing their martial 
arts; they train their bodies 
until their whole routine flows 
like a well-oiled machine. 
Anyone interested in dominat- 
ing the Octagon in THQ's new 
UFC 2009 Undisputed will 
need a similar prizefighting 
spirit if they want to master 
the complexities of the 
combat system. 

Like most good wrestling 
titles, UFC has a full-featured 
career mode that will have 
you training and sparring 
to climb the championship 
ranks. The game's Al is pretty 
easy to exploit early on, but 
this mode is a good way to 
leam Undisputed's compli- 
cated fundamentals. Retired 
career fighters can be taken 
online in a series of exhibi- 
tion matches, but if you want 
the real deal, you can step 
into the skin of masters like 
Georges St-Pierre or Forrest 
Griffin in the Classic Fights 
mode - a collection of sce- 
narios that let you reenact 
some of the UFC's more his- 
toric rumbles. 

The game's wealth of 
combos and grapples are 
made even more impressive 
by Undisputed's nearly flaw- 
less collision detection and 


animation. These brawlers 
move convincingly like the 
real thing. It doesn't hurt that 
this is one of the best look- 
ing wrestling titles to date; I 
never thought I'd be drooling 
over a bunch of half-naked 
men jumping on top of each 
other, but THO has proven 
me wrong. 

The meat of the game is 
its deep — though not easily 
mastered — grappling ground 
combat. After you take your 
opponents to the mat, you'll 
be in a constant battle for the 
best position to hook them 
in a submission hold. The 
mechanics for this portion of 
the game feel a little awkward 
at first, but you'll eventually 
get the hang of how to deliver 
the pain. Once you start to go 
up against more skilled oppo- 
nents, the ground combat 
becomes a strategic battle of 
blocks, reversals, and escapes. 

Given that the standing 
combat and the ground game 
play out differently, this is kind 
of like two fighting games in 
one. You'll have to master 
them both if you want to be 
the ultimate fighter. If THO's 
history with the WWE is any 
indication, Undisputed is likely 
the first entry in what will be 
a yearly franchise. Thankfully, 
the series has started off with 
a solid foundation. — BEN 
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The children 
eagerly await their 
mother's return. 
At dusk she will 
return from her 
foraging and feed 
her young 


"- PIX wd 


BOTTOM 

LINE 8 
> Concept: The rising 
star in professional fight- 
ing, the Ultimate Fighting 
‘Championship, gets a rich 
fighting system courtesy of the 
developer behind WWE SvR 


> Graphics: The animation 
system and collision detection 
are impressively realistic 


> Sound: Announcers Joe 
Rogan and Mike Goldberg do 
a great job telling the play- 
by-play without being overly 
annoying, We still wish you. 
could knock Joe Rogan around 
in the ring...maybe next year 
> Playability: A steep learn- 
ing curve, but it's something 
that fighting fans can 

really embrace 


> Entertainment: The dispos- 
able story is wrapped around 
a good career mode that will 
have you training your fighter 
until he earns the belt 


? Replay Value: Moderately 
High 


> 
r 
t 
É 


Second Opinion 8.25 


er 
play fighter, though. Your — 
created character will tak 
plenty of lumps in the early | 
career with the perfe 


of wimpy stats and a tough - 
leaming curve. But ‘once seu 
\ 
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PLAYSTATION 3 | XBOX 360 


Sacred 2: Fallen Angel 


> STYLE 1-PLAYER ACTION/RPG (4-PLAYER ONLINE) > PUBLISHER CDV > DEVELOPER ASCARON ENTERTAINMENT 
> RELEASE MAY 12 > ESRB M 


BOTTOM 
LINE 7 5 
> Concept: This ninja doesn't 
lurk in the shadows and wait for 
the opportune time to strike. He 


kills everything. . .even towering 
titans and godlike beings 


> Graphics: From Software 

has a keen eye for framing 
action in both the gameplay and 
cinematics, With the brilliant 
camera work and gorgeous ani- 
mations, the developer's intent 
to destroy everything in Tokyo 
makes for a great visual package 
> Sound: The voice work is 
awful, and | swear | heard 

this soundtrack in a Steven 
Seagal movie 


> Playability: The controls are 
intuitive, the enemies demand 
different tactics, and no movie 
could replicate the scale of the 


= 


XBOX 360 


> STYLE 1-PLAYER ACTION > PUBLISHER MICROSOFT GAME STUDIOS 
> DEVELOPER FROM SOFTWARE > RELEASE APRIL 7 > ESRB M 


GODZILLA-SIZED CRAZINESS 


inja Blade adheres to 
video games’ ninja 
creed: The character 
must wear a black 
costume, carry at least three 
swords, be nimble enough to 
tun along walls, and, above 


TOTALLY WORKS 


can hardly believe it. 
Sacred 2's interface 
almost universally works 
better on console than 
it does on PC. Maybe it's the 
extra development time, but 


> Concept: Port last year’s 
PC-only German fantasy action/ 
RPG to consoles 


exterior, a defense mission to 
protect an object, or a turret 
sequence on a truck where 
you fire a rocket storm at a 
mutant crab. 

The wealth in gameplay 
scenarios is heightened by 


Bread and butter combat 
tends toward the formulaic, 
but it works well enough to 
not stand in the way of enjoy- 
ing the outstanding character 
progression and delightfully 


> Graphics: Great detail and art 
direction, but | wish | could turn 
some settings down for a more 


all, channel the corpse-like cinematic interludes effectively ^ boss battles given that each one everything from inventory man- realized world of Sacred 2. stable framerate 

charisma of Keanu Reeves or used to frame scenes or would likely require a $100 mil- agement to potion usage and On a gamepad, the combat > Sound: The voiceovers are 
Twilight star Kristen Stewart transition to another ridicu- lion budget. skill activation flows better on feels much like a slower-paced вет» of poorly localized unin- 
(who I'm convinced is Keanu lous moment. Most of these > Entertainment: Quick time a gamepad. Throw in the four- Baldur's Gate: Dark Alliance, tentional comedy 

Reeves in drag). From these interludes unfold as interactive events are overused, but they player online co-op, and this is with skills ranging from fireballs > Playability: With the excep- 
descriptors, protagonist Ken quick time events (requiring don't hold this game back from a fun action/RPG regardles of to melee combos punctuating п of the few ground targeted 
Ogawa may sound like a Ryu ^ timed button presses). Given ESI ISSUED its myriad technical problems. the drone of basic attacks. skils this plays better with 


а gamepad than a mouse 


> Replay Value: Moderate. and keyboard 


Hayabusa surrogate. Ogawa's how often these events occur, As one of the game's six Sacred 2 is fun for what it is, 


dry personality could induce stretches of the experience S archetypes, you'll wander but ultimately fails to capture i , 
a coma of boredom, but any feel more like an interactive the vast world of Ancaria in the old Diablo magic. Combat Бн ы 
notion of him being clichéd movie than a game. These Absurd, exaggerated action a quest to do something or is nowhere near the tight, and level-grinding fix? 
is stomped to death by his moments don't offer much isthe status quo in Ninja other. The spotty localization tactical paradise that Diablo > Replay Value: Moderate 
unlikely targets: skyscraper- of a challenge (as there is Blade, from riding a missile drags the stupid story down II could reach in its better - 
Sized mutants. The scale of no penalty for failure), and like a surfboard to throwing even further, but who reads moments, and the framerate 
these battles, which in our mostly draw attention away down with a 50-story ninja. quest text anyway? The real is a constant drag. Targeting л s 
world would be comparable to ^ from the amazing cinematic master. A deep and reward- star here is exploring the gor- spells like meteor showersor КЁ Kelly once said that, “I 
a single ant slaying a human, sequences occurring under the E pues System backs up geous and varied world, killing ^ teleports is slow and clumsy EN eue VEA 
lifts Ninja Blade out of the button icons. ieee P most of its denizens, and then on a gamepad, and the Al po m Шр Кы [5 
derivative ninja pool, offer- While the gargantuan mon- Wu fd oe fh eu taking their stuff. for followers is pretty broken. Sacred 2 mustfeel the same 
ing a unique treat that any sters steal the limelight, Ninja every enemy type takes Ancaria's size should not be Still, you're not going to find way. The premise is simple: 
action junkie would be foolish Blade's gameplay can stand careful observation and skill underestimated. It's no exag- а comparable title on 360 or Grind for loot by dispatching 
to miss. on its own. The swordplay to defeat. When the action geration to say that you could PS3, and Sacred 2 isa decent Alenemiesso dumb they 
In one battle, Ogawa must is silky smooth, and surpris- escalates beyond high-speed easily dump north of a hun- enough way to get your experi- may as well be treasure bags, 
take down a giant worm bur- ingly deep — allowing players ninja maneuvers into the dred hours into the game and ence grind on. —ADAM ШШШ ve ID TEN 
rowing through Tokyo's streets, to upgrade weapons with realm of superhero acrobat- not run out of content. If you 3 for peer. 
leaving nothing but crumbling ^ experience earned to unlock be AES do, of course, there are higher HER e 
SS AVES 5 back on quick time events gr mies this dense, the game's 
buildings and explosions in additional attacks and powers А thi difficulties to conquer with flexible skill - 
ч E to deliver the drama; this. р lexible skill and combo sys: 
its wake. How does a ninja for three swords. Enemy types game features more button your tricked-out hero. tems feel wasted, But if you 
carrying only a sword and a force you to switch weapons pressing minigames than care more about the post- 
shuriken defeat a foe thou- and use different mystical any other title that comes to combat payoffs than trudging 
sands of times his size? | won't powers, derailing any chance mind. Though this approach through monotonous button- 
ruin the surprise for you, but it ^ ofthe action becoming a sometimes feels discon- mashing combat scenarios 
involves a motorcycle, rockets mindless button-mashing necting, it works in Ninja and suffering from banal 
fired from a helicopter, and a affair. Framerate issues and одур dem eee 
flying bus. This is the beauty of moments of slowdown do me D LM A шаа 
foe Я E Ц x the game that would other- startling bounty of quests, a 
Ninja Blade; nothing about it occur at the most inoppor- wise be merely cinematic. deep inventory of goods, and 
is predictable. tune times, which did lead to I'm surprised how much fun thousands of treasure-procur- 
A level may start out in typi- restarts on tough platforming the game delivers, despite ing minions for you and your 
cal Ninja Gaiden fashion with segments and boss fights. It a barely passable story and friends to slay. As for me, 
Ogawa using a combo flurry to has unwanted baggage, but some frustrating design mis- another R. Kelly lyric from his 
cut down a horde of enemies. not enough to detract from Takes (ke ерш рап 
What comes next is anyone" the j f slaying Godzilla- Ше D ame Oma, 
ocu Dee ME sion). The game is a wild Let me up out this door, 
guess. It could be a fast-paced ^ sized beasts.— REINER thrill ride, and pulls off the ‘cause this is way more than | 


descent down a building's 
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part with ease —MILLER 


bargained for." —BERTZ 
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Wfinitywara GameSton 


р, 
Je 
CJ Power to the players 


May contain content Е An *) XBOX 3 6 O OWE PC 


inappropriate for children, PlayStation Network. 
Visit www.esrb.org for 


yj rating information. 


2e superhero story 
stermind Stan Lee's 
an line “with great power 

ne great responsibility" to 
5 heroes, developer Sucker 
c character in Cole 

g slacker, burdened 

he world on his shoulders. You 

ye at Cole if you saw him walk- 

ut there's enough electricity 

| to power a city. He has the 
power to save and the power to kill. Lee dictated 
how his characters would use their powers. Sucker 


n Infamous can be com- 
ood or evil approach. This 


on in power is tied to the decisions 
od of heart, his lightning 
his health. If he is evil, this same 
ric explosion that can harm 
ilians. The variance between 
^s two distinct ways of 
»ower and destruction, 
ng: ›п and precision. 
flawlessly intertwined with 

jiven how you exchange 
»owers, Cole is continually 
ilities throughout the course of the 


TWO 0N 0 @ 


| Shockwave 


Available XP: 407 
Champion Only 
| Hero Only 


P To unleash Electromagnetic Shockwave, hold em and press Ө. 


Requires energy. 
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n isn't as black and white as it sounds. 


famous О 


W Each one of Cole McGrath's powers has‘a’good:and evil variation. Your 
actions in the game determine which version becomes available 


adventure, making for a 
great sense of progression. 
Temptation is also a driving 
force. To unlock arc light- 


to evil players, Cole just has 
to dabble in the dark ways 
by completing five evil side 
missions. Five little evil acts 
won't tarnish a soul, right? 
Cole's position in the 
world is fully explored 
within the story and mis- 
sion objectives. Most plot 
threads resonate well, 
and many of the choices | had to make made me 
pause for a few seconds to think about how they 
could possibly alter the path ahead. Other decisions 
don't carry much weight, but help emphasize your 
morality. Do you let starving people raid your food 
supply, or do you send an electrical charge through 
one of them to scare off the herd? If only all of the 
choices were this easy to make. Sucker Punch isn't 
afraid to throw world-shattering Sophie's Choice 
style moments at the player. The plot makes some 
disturbing turns, and a lot of the story development 
is dependent on the player's input. 
The narrative forms a fascinating superhero/villain 
origin story, but some of the plot threads are left 
dangling. Zeke, who is basically Cole's wingman, 
delivers a hilarious performance until a confusing 
plot point ruins his role three quarters of the way 
through the game. Both 
endings deliver a clever twist 
that | didn't see coming, but 
both seem to think about a 
“| sequel more than they do 
finishing the story for the 
good or evil path. Moreover, 
| don't see how the good 
ending justifies Cole's 
| actions. 
| Regardless of digest- 
| ible plot points, Infamous 
| Offers a satisfying gameplay 
| package. The open world, 
which stretches across three 


metropolitan islands, is the perfect playground for 
a parkour-influenced character, who can scamper 
up buildings, slide across power lines, and glide 
over rooftops. The speed and ease to which you 
can scale a building is remarkable, even with Cole's 
animations appearing a little too bouncy for certain 
actions. This is how Assassin's Creed's Altair would 
climb a building after slamming 10 cans of Red 
Bull. Granted, the game cheats a bit by pulling Cole 
toward objects he is jumping toward, but know- 
ing that the game has your back allows you to be 
overly daring in your vertical platforming. Like the 
Xbox 360 game Crackdown, Infamous’ finely honed 
parkour makes the daunting side activity of collect- 
ing orbs fun. 

Combat is equally as enjoyable. Launching light- 
ning at attackers has a satisfying Sith-like quality to 
it. Other actions, like sniping and grenade tossing, 
are backed by solid targeting systems. Many of the 
battles bring massive destruction, and the swarms 
of enemies that ambush you or lay in wait push you 
to use the environment for strategic positioning. The 
end result is a nice balance between run-and-gun 
action and fleet-footed platforming. 

Infamous empowers you with a god-like stance 
over a corrupted world, and lets you dictate how 
you lord over it. Will you be a hero of the people, 
or will you be their reaper? From the moment | 
made my first choice, | knew | had to play this game 
twice to see how the other decision played out. 
When the gameplay is this entertaining, that’s a wel- 
come invitation —REINER 


> Concept: Play the role of hero 
or villain in a super-powered 
sandbox 


> Graphics: The city's color 
palette is a little bland, but con- 
trasts nicely against the vibrant 
electrical effects 


? Sound: Solid voice acting, 
although Cole's coarse whisper 
doesn't fit the character. The 
avant-garde industrial soundtrack 
isn't what you'd expect either, 
but fits perfectly 


> Playability: Intuitive controls 
facilitate the city navigation and 
electrical combat 


> Entertainment: Worth play- 
ing through twice to see how 
good and evil powers develop 


> Replay Value: High 


| When you venture 
dawn the evil path, 
Cple's electricity 
| becomes blood red. The 
good alternapive iş a 
vibrant blue, 


Whether you want to save 
the world or bring it to its 
knees, you'll need a lot of 
power. Infamous isn't an 
open-world title that creates 
the sensation of a living city; 
the game's vitality comes 
from the diverse and wildly 
entertaining abilities of its 
electrified protagonist, Cole 
McGrath. Grinding on power 
lines, launching explosive 
orbs, and zapping foes with 
chain lightning makes you 
feel like an unstoppable force 
of nature in the remains of a 
blasted metropolis. A healthy 
variety of story-based and 
optional missions ensures 
you always have fun ways to 
exercise your superhuman 
power, and the enemies offer 
enough resistance to make 
it satisfying when you turn 
them into sparks and dust. | 
love acting on my whims in. 
combat, but I'm less pleased 
with how Infamous handles 
morality. Your options are 
either saintly or diabolical, 
with very little context as. 

to why Cole would choose 
опе versus the other, with 
only a few (admittedly cool) 
exceptions. This makes him 
fall flat as a character, and 
the graphic novel-styled 
cutscenes give many impor- 
tant events an abbreviated 
and glossed-over feel. You 
should play Infamous, but 
do it for the thrill of being a 
superhero - not for all the 
black and white choices in 
the job description —JOE 


Classic Punch-Out 
vith a modern coat 


ky anima- 
tions and crisp cel-shaded look 
add to the fighters’ personalities 


> Sound: 
speak the 
home country 


f the boxers 
sage of their 


? Playability: Feels like you're 
back on the NES; motion 
controls are functional for the 
most part 


> Entertainment: The best 


Punch-Out! 


> STYLE 1 TO 2-PLAYER FIGHTING > PUBLISHER NINTENDO > DEVELOPER NEXT LEVEL 


GAMES > RELEASE MAY 19 > ESRB Е10+ 


A PUNCH YOU'LL LOVE TO TAKE 


‘ve dreamed about a new Punch-Out ever since 
the Super Nintendo. The N64 and GameCube 
came and went without even a boxing-related 
tumor. Three consoles later, Nintendo finally 
caved and hired the development house from Mario 
Strikers to reinvent this beloved franchise. So many 
things could have gone horribly wrong, but the core 
single-player experience gets everything right. 
Every boxer from the original Punch-Out on NES 
is here except Mike Tyson, and the traditional high 


punch, low punch, 
dodge, block, and 
duck moveset is 
still in place. As you 
progress through the roster of rivals, the difficulty 


like you're fighting a new set 


ramps up at an even pace (okay, Glass Joe is still of rivals. 
tremendously easy). You can cruise through the Using the motion controls, 
first few fights, but things start to get tricky in the players swing the remote and 


Major Circuit. The good news is an effective practice пипсһик to punch and use the 
mode allows you to take on a hologram version of analog stick for defensive maneu- 


the boxer currently giving you trouble. vers. These controls hold up during 

Determine the timing to halt Bald Bull's the first round of bouts, but you're better off 
charge, count how many uppercuts using the NES control scheme in the challenging 
Popinski performs after you punch the second career. Balance board control is also an 
soda bottle out of his hands, or learn option, but it isn’t accurate enough for the care- 
how to dodge Macho Man's hurricane ful timing required in Punch-Out. Sometimes I 
punch without the threat of getting would lean right and Mac would dodge left. You 
knocked out. just can't risk that kind of imprecision in a fight. 

The pre-match cutscenes and comi- At any time you can schedule an exhibition fight 1 played the original Punch- 
cal fight animations add dimension to with any previously defeated character to attempt Out until | could pull off 
the boxers and manage to steer clear three achievement-style challenges. | loved trying the moves in my sleep. Wii 
of stereotypes for the most part. You to KO guys in under a minute or discovering their Punch-Out is similar to the 


learn that Glass Joe likes to wear black one-hit kill, but the only reward is a lame set of NES title, but if you think 
nothing can top that clas- 


turtlenecks out of the ring, Bear Hugger audio files. _ ЭЛП үе ЧЕ | 
trains with real bears, and King Hippo's Multiplayer finally comes to Punch-Out in the mating this game. Punch- 
diet consists mostly of form of split-screen Mac versus Mac battles. Wildly Out relies on decades-old 


meat and tropical fruit. flailing your arms like a Wii Sports boxing reject gameplay — even in its career 
After you defeat every won't work here. Fights are more about timing and format - and yet remains 
opponent it gets even predicting opponents’ moves like in a traditional engaging, demonstrating 
better: New cutscenes game of rock, paper, scissors. Skilled players can fill that you are. not Served by 
in the second career up a blue gauge and transform into a hulking Giga poene Ton 
show how they've dealt Mac capable of crushing blows. While it's amusing dee * Mol ee 
with defeat at your to unleash this kind of power on your friend, the picem gameplay so 
hands and what theyre multiplayer doesn't have the legs to keep it interest- tight that even when you've. 
planning for revenge. ing. This could have been the chance to finally play memorized everyone's 
These guys must have as enemy characters or to take the franchise online attack patterns, the game still 
trained well, because the somehow, but it ends up feeling like the team demands the skill and timing 
second career is incred- settled for the easiest route. to win. The lack of more fea- 
ibly difficult. Boxers have Despite these complaints, the single-player has pee S thefun пг 
added defense skills, always been the focus of Punch-Out, and Next ШТ Я куш p E 
new attacks, new looks, Level delivers. What better way to show your buddy E ofit deis 
and more strength to up than to totally annihilate the boxer that just superceding those from the 
their punches. It's almost — KO'd him? —BRYAN NES Punch-Out.—KATO. 
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® You have new tools, like they 
slingshot, at your disposal — 


Boom Blox Bash Party 


> STYLE 1 TO 4-PLAYER ACTION/PUZZLE > PUBLISHER ELECTRONIC ARTS > DEVELOPER EA CASUAL STUDIOS 


> RELEASE MAY 19 > ESRB E 


THROW, GRAB, EXPLORE 


hile it wasn’t the blockbuster hit EA 
hoped for, Boom Blox's unique, motion- 
based puzzle action impressed many 
gamers. The sequel, Bash Party, builds 
on the considerable strengths of its predecessor. 
Boom Blox Bash Party follows the textbook from 
Intro to Successful Sequels 101: Keep the good 
things about the first title, fix some of the flaws, and 
add new features. The gameplan is solid, and the 
game reflects this commitment to quality. If you 
liked the first, rest assured nearly all of what you 
enjoyed is still present. From the wacky, destruc- 
tive multiplayer battles to the exacting, Jenga-style 
physical puzzles, Bash Party recaptures that sense 
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of endless and addictive fun. Even 
better, there's a whole lot more of 

it this time around. The game fea- 
tures 400 new levels, many of them 
specifically created for both co-op 
and competitive multiplayer. In addi- 
tion, players can now upload their created levels 
to share with everyone (not just people on your 
friends list, as before). EA has already seeded the 
server with several fun and challenging new levels 
in a variety of different gameplay types. If the com- 


munity embraces these tools, this new feature could 


grant players a ton of added value to an already 
huge game. 

The gameplay also receives many 
welcome new additions. New types of 
blox, like the virus and paint blox, add 
new wrinkles to the experience. Virus blox 
infect nearby blox; using them correctly 
allows you to quickly decimate a level. 
Paint blocks must be matched in color to 


of the contests. As always, using point blox 
and multipliers is key. Some of the new 
blox aren't blocks at all, rather cylinders 
and wedges. These new shapes translate 
into more interesting levels, forcing you 
to account for physics and momentum. 


т New blox like cylinder add 
a twist to the gameplay 


explode, adding a Dr. Mario quality to some 


In many ways, Bash Party is a more challenging 
game. Perhaps sensing this, the developers added 
a money system that allows you to pay to unlock 
levels. While hardcore gamers may see this is as a 
cop-out, | think it's a perfect compromise for the 
Wii's casual audience. 

All this said, | do have my quibbles. The enjoyable 
Lemming-style levels from the original, in which 
you'd clear a path for a wandering gorilla, are sadly 
absent. Also, the cool new tool — the slingshot — is 
difficult to aim at times. This flaw is probably due 
less to the tool itself than the continuing motion 
sensing issues from which the game suffers. The 
Wii struggles to convey fine adjustments and even 
blinks out at certain angles, adding a degree of frus- 
tration. | suspect these faults rest more with the Wii 
than the developer, but sadly Bash Party isn't com- 
patible with the upcoming Wii MotionPlus add-on. 
In the end, these are minor complaints. Boom Blox 
Bash Party is an engaging and well-done casual 
title, and stands as one of the best Wii franchises on 
the market. —MATT 


> Concept: Expand the first 
game's successful formula with 
new gameplay, greater variety, 
and online level sharing. 


> Graphics: It's hardly high-end 
stuff, but the colorful Bash Party 
has adorable character designs 


> Sound: For such a distinc- 
tive (ille, the music is drab 
and forgettable 


> Playability: Making subtle 
movements can be difficult, 
requiring unpleasant camera 
wrangling - especially on the 
Jenga-style levels 


> Entertainment: Developing 
franchises for the Wii hasn't been 
easy for third parties, another 
reason to celebrate a charming 
game like this 


> Replay Value: High 


Second Opinion 


The first Boom Blox earned 
its way onto the short list of 
good third-party Wii games 
with its simple yet innova- 
tive block puzzle gameplay. 
Despite its robust level editor, 
however, the lack of world- 
wide level sharing was one 
big missed opportunity. Bash 
Party remedies this, and | 
can't wait to see what play- 
ers come up withonce it 

hits retail. The pool of com- 
munity stages queues up 
quickly for instant play, and 
players can easily save the 
levels for offline access later. 
Search options are limited, 
but looking under “highest 
fated” and “most popu- 

lar" sorting tabs helps. This 
potentially limitless source of 
gameplay doesn't even take 
into account the hundreds 
of single player, co-op, and 
versus stages on the disc. 
New paint balls add a block 
matching element to puzzles, 
cylinders introduce an ele- 
ment of unpredictability, 

and the increased focus on 
tormenting block animals 
satisfies thoroughly. | miss a 
couple modes from the first 
game, but overall Bash Party 
surpasses the original in the 
ways that count.—BRYAN 


Excitebots: 
Trick Racing 


> STYLE 1 OR 2-PLAYER RACING (6-PLAYER ONLINE) 
> PUBLISHER NINTENDO > DEVELOPER MONSTER GAMES 
> RELEASE APRIL 20 > ESRB E 


TRANSFORMERS 


loved the blazing speed and big air of Monster 
Games’ Wii launch title Excite Truck — | just 
wanted some depth and a reason to keep 
coming back for more. Excitebots fills out Excite 
Truck's basic premise in predictable and gloriously 
unpredictable ways. Before inserting the disc, | you need for the commensurate 
would never have imagined kicking soccer balls, fish- grade that determines if you move 
ing, or making sandwiches in the service of racing up the racing tiers. | can't tell you 
faster and grabbing more stars. The surprises keep how many times | failed to get a 
coming in this game, and so does the fun. passing grade because | left five 
Players race world locations earning stars for or fewer stars on the table — only 
everything from where you finish to drifting to get- to re-race a track and pick up the 
ting air. Given the large number of opportunities to necessary stars or realize how lucky 
earn stars, the game smartly balances how many | had gotten the first time. While 
=~ 4 » Excitebots relies оп 
» a bit of luck, you 
always feel capable 
of making a more 
star-studded run. 
Getting enough 
stars is only a part of the story. 
How you get them is everything. 
Excitebots introduces a number 
of novel ways to pick up stars 


Ay during a race. At first, you won't 
8 know why you just picked up a 
Ф tambourine or a pie and what 


VENE). you're supposed to do with them, 


but it's all about 
earning more 
stars. Whether 
you're plucking 
the string of a high 
wire like a piano 
plonking out a 
tune or hitting a 
football through a 
pair of goalposts, 
this game never 
bores you. These 


STAR STUDDED? 
You can earn stars in many ways Excitebots, but depending on where you are on the track and what 
place you're in, some might be more worth it than others, Here's a list of just a few. 


THE BUTTERFLY RUN 

Hitting a red wrench in the environment allows. 
you to walk on your legs and stomp along at a 
high speed by tilting the sides of the Wii remote 
up and down. Leap off the nearby diff and you'll 
transform into a glider where you can collect float- 
ing butterfly orbs. Each one is worth five stars, for 
a total of 20. This is a huge pickup, and is worth 
hitting every lap. 


GOAL 

Ramming a soccer ball into a wide-open goal 
seems like a no-brainer for the five stars it nets 
you, but | suggest you only do it on your first lap. 
The ball is usually set up slightly out of the way, 
and breaking your speed to get the stars on the 
last lap usually isn't worth the risk of losing places 
to your competitors. The same goes for the hitting 
the football through the uprights. 


FISHING 

Present boxes by rivers will give you a fishing 
pole. When you're by water hit A to start the 
gauge on the side of your screen. Hit A again to 
stop it on the red marker for five stars. Fishing is 
fun, but seeing as how it takes your attention off 
the track, it can be a lot of work for just five stars. 


activities are so well integrated into the normal flow 
of racing that it doesn't take long to adapt your 
thinking and racing lines to participate in them. 

The loose and pivoty feeling of the bot vehicles, 
as well as the motion controls, could be improved. 
Which of the animal bots you select influences this 
loose feeling. | mainly stuck with the frog, as many 
of the other bots can be too squirrelly. The colli- 
sion is also inconsistent, which means the vicinity 
in which you have to be to get some stars isn’t 
always the same. Regardless, Excitebots won't slow 
you down. The game's thrilling racing continues in 
online and offline multiplayer, as well as in various 
standalone minigames and an impressive poker 
mode where you race around collecting and cash- 
ing in poker hands during a timed run. 

Excitebots succeeds where Excite Truck didn't. 
Monster Games didn't just add features, it improved 


the whole formula.—KATO 


Bl Run over the card you 
L| want to add to your hand. 
| You can choose which 
card you want to replace 
or simply lock your entire 
hand if you don't see 


> Concept: You spend as much 
time dealing with all the crazy 
goings on as you do racing. 
That's a good thing 


> Graphics: Things haven't 
changed much from the first. 
game, but I'll take the basic look 
given all the action onscreen 


> Sound: | wanted to turn the 
sound off because the music was 
so bad, but | couldn't because 
the gameplay sound effects 

are useful 

» Playability: The mid-air spins 
reveal an inconsistent and un der- 
developed trick system, and the 
cars intentionally feel loose 


> Entertainment: Whether it's 
the moment-to-moment racing 
or the feature set, Excitebots is 
a deeper and more satisfying 
experience than Excite Truck 


> Replay Value: Moderately 
High 


game, | put ae 
Games had taken leave 

of its senses. Instead of a 
monster truck, I'm racing 


1was hooked. While it sti 


features the fun, ‘speed, ‚апе | 


‘every шт. ү you" 
throwing a pie into a giant 
down face at. 100mph, sid、 
ingoffa ramp to save butter- 
flies, or kicking an oversize 

football through a goal N 
Bic о, are 


to tackle them in the h 

the race. While the steering 
will sometimes make you | \ 
wish Wii MotionPlus was Wi 


(from beginning to. end. 
While I wasn't: always sure 
just what the hell was going 
оп, | was always having a 
good те MATT 
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THE ULTIMATE 
CONTENDER RETURNS!! 


Little Mac is back with trainer (and 
ycling enthusiast) 
е World Video Boxing Association 
hampionship title. T boot of the 
Inch-Out!! series features most of the 


“Original lineup of longtime rivals like 


Cartoon Violence 
Comic Mischief 


пао. Punci 


rademark 


л! and Wii are 
olby Lat 


Glass Joe, Von Kaiser and King Hippo-in 
addition to new boxers like Disco Kid. 
These classic characters look better than 
ever before in deftly animated 3-D bouts. 

Players can swing the Wii Remote™ 
and Nunchuk™ controllers to personally 
dish out every punch or relive the '80s 
with classic NES™ controls. Either way, 
this large roster of fighters will not go 
down easily. Pugilists with the skill to 
make it to the top of the World Circuit, 
however, face the hardcore challenge 
of defending their title in Title Defense 
mode. Opponents strike back with 
completely revamped ta added 
defensive maneuvers, and surprising 
new attacks. 

For the first time ever in the 
Punch-Oull! series, friends will be able to 
box each other in a unique split-screen 
Head-to-Head modesDo yeu have: what 
it takes to outwit your opponent? 


GO TO GAMEINFORMER.COM TO 
ENTER FOR A CHANCE TO WIN 
A COPY OF PUNCH-OUT!! AND 
OTHER PRIZES PROVIDED BY 
GAME INFORMER. 


[I]DOLBY MM 
і І. 


PRO LOGIC II | 


lemarks of Nintendo. Dolby, Pro Lo 


'atorie 


BOTTOM 


LINE 


> Concept: Make gamers feel 
like they reinstalled Broken 
Sword, plus a few extra scenes 


> Graphics: The low-res movies 
show their age, but the environ- 
ments still look good. Facial 
expressions are drawn by Dave 
Gibbons (of Watchmen fame), 
but the character portraits don't 
change often enough to show- 
case the art 


Broken Sword: 


Shadow of the Templars — Director's Cut 


> STYLE | OR 2-PLAYER ADVENTURE > PUBLISHER UBISOFT 
> DEVELOPER REVOLUTION > RELEASE MARCH 24 > ESRB T 


> Sound: The voices’ audio 
quality is uneven at best 

> Playability: The rotation- 
based puzzles control terribly 
> Entertainment: Any point- 
and-click adventure fan will find 
something to enjoy 


> Replay Value: Moderately 


OLD AND IMPROVED 


haracters, puzzles, and story are 

the core of any good adventure 

game. The years since Broken 

Sword's 1996 release on PC 
haven't changed any of those qualities, 
and it remains an excellent example of 
that era in gaming. However, if you aren't 
already a fan of the genre, this re-release 
won't do much to draw you in. 

As with most point-and-click adventure 
titles, you spend time talking to colorful 
characters and using items to overcome 
obstacles. While investigating an ancient 
conspiracy, likeable sleuths George 
and Nico encounter several fun, clever 


Low 


puzzles to unravel. Fans of the original 
will notice that several puzzles have been 
updated and made more intuitive, and 
new segments starring Nico fill in some 
narrative gaps. 

While those improvements are a 
good start, Broken Sword's presentation 
is incredibly shoddy. Poor video qual- 
ity, uneven voice recording, and jaggy 
graphics left me wondering why so few 
updates were made to the experience as 
a whole. A solid story and cool puzzles 
only go so far when the production 
values scream "low budget" every step of 
the way. —JOE 


d BOTTOM 
ч LINE 


? Concept: Revive a cult 
PSone platformer on a family 
friendly platform 


> Graphics: Much improved 
from the original. Think modern. 
Sonic games 

> Sound: Annoying voice acting 
replaces the nonsensical blather- 
ing from before 


Klonoa 


> STYLE 1-PLAYER ACTION/PLATFORM > PUBLISHER NAMCO BANDAI 
> DEVELOPER NAMCO BANDAI > RELEASE MAY 5 > ESRB E10+ 


> Playability: Hold the remote 
NES-style and you're good to go 
? Entertainment: You don't 
see many decent old-school plat- 
formers like this around anymore 


> Replay Value: Moderate 


THE FUR FLIES AGAIN 


hen the original Klonoa: Door 

to Phantomile came out 

over 10 years ago, the 2.5D 

mechanic was innovative, the 
graphics were slick, and anthropomorphic 
animals with ‘tude were so in. But times 
have changed, and despite a visual over- 
haul and some meager additions, Klonoa 
feels behind the times in the modem 
gaming climate. 

The dialogue and story are ridiculous; 
don't feel guilty about skipping the 
cutscenes. It's obvious what's going on 
the whole time except to the idiot charac- 
ters in the story. 

Instead of jumping on enemies' heads, 
Klonoa picks them up and throws them 
at each other. The faux 3D mechanic 
allows for multiple branching paths and 


other snazzy tricks while maintaining the 
feel of a 2D platformer. The game con- 
sists of only 13 levels, so it's easy to blow 
through quickly. Most of the stages are 
tremendously easy, with the challenge 
focused around late boss battles and 
cheap bottomless pit deaths. 

A few new features appear when you 
finish the main quest — boss rush mode, 
lame costume changes, hidden chal- 
lenge rooms, and mirror mode. Despite 
all of these complaints, | can see fans of 
the original game enjoying this revival. 
It's faithful to а fault, and | can think of 
plenty of older niche games that | would 
love to see get similar treatment. But if 
you've got no connection to the original, 
you'll likely wonder what all of the fuss 
is about. —BRYAN 


THE GLOVES ARE CON. 


FIGHT 12 CLASSIC CHARACTERS OR CHALLENGE 
YOUR FRIENDS IN THE ALL-NEW PUNCH-OUT!! GAME. 


(а | [I DOLBY: о 2009 Nistenao: Punch-Out! and Wil are trademarks of Nint оў, 
PRO LOGICI | Pro Logic and the E ar ks of yl s 


желк et & 


Demigod 


> STYLE I-PCAYER STRATEGY (UP TO 10-PLAYER ONUNG > PUBLISHER STARDOCK :, 
> DEVELOPER "CAS POWERED GAMES RELEASE: APRIL 14> ESRB T PA 


ast-paced, competitive multi- 

player strategy is not often found 

outside traditional real-time strat- 

egy titles. Though it's an RTS in a 
broad sense of the term, Demigod plays 
nothing like the Warcrafts or Command 
& Conquers of the world. 

Inspired in part by the success- 
ful Warcraft Ill mod Defense of the 
Ancients, Demigod asks players to 
shape an ongoing war through the use 
of a single unit (though some demigods 
have access to a handful of lesser min- 
ions). Every so often, Al armies spawn 
and run toward each other. It's up to the 
player-controlled demigods to upset the balance 
between these evenly matched forces. A single 
blow is enough to fell most troops, and unleashing 
a special attack often slaughters an entire wave in 
an instant. 

Players have three resources to manage: money, 
experience, and time. Money is gained over time 
and by dropping demigods. Experience is earned 
by stomping on opposing grunts. Time is more 
complicated — deciding where your talents are 
most needed, staying on the battlefield instead of 
retreating to a base for healing, and making good 
use of teleportation all contribute to an involving 
strategy layer. 

Players evolve their demigods by buying items 


LOLS. 


E Stardock says 
deployed Impulse Reactor technology 
É enables an unprecedented level of 
4 community additions to Demigod 


soon-to-be- 


КЕСЕЛ 


and assigning skill points. The game is well 
balanced; each of the eight unique demigods has 
multiple viable builds that can be tweaked any 
number of ways. Multiple paths of improvement 
encompass damage, defense, regeneration, move- 
ment debuffs, silences, and death explosions. The 
Queen of Thorns, for example, can be an army 
destroying area-effect powerhouse, a building- 
crushing siege engine, or a powerful support unit 
that focuses on damage mitigation and map con- 
trol — but not all at the same time. Global upgrades 
to buildings and grunts are 
also available. Experimenting 
with the myriad combinations 
of spells and items, especially 


when you start looking into team com- 
position and inter-demigod synergies, is 
fs а deep and compelling metagame. 
Though the basic gameplay is enter- 
2 taining, the polish is uneven. Larger 
demigods often occlude smaller units, 
forcing you to mess with the camera 

to select what you want. The UI lacks 
crucial feedback for minion-using demi- 
gods, like how many of each summon 
are active and their current status. 

The otherwise solid Al for computer- 
controlled demigods becomes predict- 
able quickly, and single-player consists 
solely of customizable skirmishes (or 
sets of skirmishes) with almost no persistence 
between matches. Offline play does not have the 
staying power gamers rightfully expect out of a 
modem strategy title. 

Demigod is a solid implementation of a unique 
concept. When you find a good team online and 
coordinate advanced build synergies and tactics, it's 
amazing. The game should have good legs in multi- 
player, but | wouldn't recommend spending the $40 
if you're not planning on taking it online.— ADAM 


BOTTOM 
LINE 


> Concept: Turn the tide of 
battle between two Al-controlled 
armies with a massively powerful 
hero unit 


? Graphics: Unique art and 
impressive technology make this 
а gorgeous title 


> Sound: The worst voiceovers 
I've heard in years hurt the 
presentation 


> Playability: Odd interface 
oversights make playing the 
more complicated heroes harder 
than it should be 


> Entertainment: It’s all about 
the online. The single-player 

Al can't sustain a reasonable 
challenge 


> Replay Value: Moderately 
High 


Second Opinion 8 


Demigod eschews many RTS 
conventions to mold itself 
as an experience based on 
asingle hero unit, and it’s 
better for it. The game puts 
its weight on your combat 
prowess ~ the ability to cap- 
ture and maintain control of 
flags, accruing gold via kills, 
and honing your Demigod 
appropriately through 
upgrades. It's satisfying to 
build your hero into an ass- 
Kicker, but you're never fully 
in control over your destiny. 
While I'm grateful for the 
help through other friendly 
Demigods and units auto- 
spawned from set portals on 
the map, success is reliant 
upon going with the flow of 
ally units. Relying on team- 
work can make the constant 
back-and-forth of the tides of 
war a little trying, and wait- 
ing for respawns to access 
Citadel upgrades and shop 
items is annoying. Demigod 
may be a game of carefully 
crafted limitations, but it stil 
puts a fair amount of power 
at your fingertips —KATO 


B Powerful static defenses and 
influential flags provide conflict 4 
points to the battlefield 


— 


You'll rarely have 
' time to appreciate it, 
but the detail work is 
impressive 
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Patapon 2 


> STYLE 1-PLAYER ACTION/STRATEGY (4-PLAYER LOCAL) > PUBLISHER SONY COMPUTER 
ENTERTAINMENT > DEVELOPER SONY COMPUTER ENTERTAINMENT JAPAN STUDIO 


> RELEASE MAY 5 > ESRB E 


THE THRILL IS GONE 


ometimes developers 
play it too safe. While it's 
important to maintain 
the fans you won with 
a successful first game, sequels 
need to distinguish themselves 
enough to justify another 
go ‘round. Patapon 2 feels like an 
enjoyable half measure, but one 
that loses a lot of the freshness 
the first title had. 

Sony includes a lot of new content 
here, and hardcore players should 
find lots to dig into. A new skill tree 
system allows you to evolve your 
Patapon, which gives you specifics on 
their various pros and cons as well 
as what items you need to craft for 
them. In addition, three new units — 
flying Toripons, mechanical Robopons, 
and magic-oriented Mahopons — add 
new wrinkles to the action. The most 
important new features are the four- 
player ad-hoc play and the Hero class. 
Heroes can be changed to different 
classes at will, an important strategic 
decision before any battle. In Fever 
mode, Heroes can deliver powerful 
special attacks that are key to survival. 

Unfortunately, these great additions 
don't make the core experience any 
different than last time. Plus, you 
need to grind through a lot of the 


eevee ШШ» 


oono | 
Attack! 


game before you even scratch the 
surface of the new content. While the 
game adds a few new commands, 
the core of Patapon still revolves 
around three commands – attack, 
defend, and advance. After two 
games, these rudimentary rhythms 
are beaten into your skull to the 
point they barely even register. The 
game's novel appeal was enough 
last time; in Patapon 2, | noticed just 
how gruelingly repetitive this game 
can be. In addition, even the load 
screen tips don't make up for the 
fact that much of the game's content 
is not explained to the player. The 
myriad evolution paths for Patapon 
are intriguing, but learning which units 
work best in particular situations is 
essentially a trial-and-error process 一 
forcing you to squander resources 

in the process. Too frequently, the 
only answer is to go back to previous 
levels to grind for more loot. This 
makes the fairly simplistic 
game even more tedious. 

In the end, this game 
serves its audience of 
hardcore fans well. However, 
at this point Patapon needs 
to take a cue from its titular 
characters and start the evo- 
lution process. —MATT 


BOTTOM 
LINE 


> Concept: Add depth and new 
features to the Patapon formula, 
but not enough to distinguish it 
from the first 


> Graphics: Features some of 
the most entertaining and quirky 
visuals you'll see all year 

> Sound: While the base 
rhythms are the same, the music 
is catchy and even incorporates 
some odd world and surf 

music flourishes 


> Playabil still fun, but 
this sequel illustrates the repeti- 
tive nature of the game 

> Entertainment: If you loved 
the first and aren't averse to 
grinding for items, it's fun. 
However, for me the charm has 
worn off 


> Replay Value: Moderate. 


NO UMD FOR 
PATAPON 2 

Patapon 2 is available only 
through download. The 
game can be purchased 
through your PSP or PS3 
at the PlayStation Store. At 
retail, a voucher coupon 
will be sold in a conven- 
tional PSP box that contai 
an instruction booklet. This 
coupon can be redeemed 
at the PlayStation Store, 
The game requires 610MB 
of Memory Stick space. 


The first Patapon was an 
innovative blend of music, 
RTS, and art design. The 
sequel, however, feels more 
like a loaded expansion pack 
than something that pushes 
the envelope. The new Hero 
makes a huge difference 

on the battlefield with his 
special moves during Fever 
mode, and the handful of 
new units and beats are 

fun to experiment with. The. 
evolution board adds a nice 
level of customization to 
your troops, but once your 
army becomes bloated with 
all of the classes it becomes 
a pain to micromanage 
every individual soldier. 
Multiplayer is just another 
excuse to re-fight old bosses 
and usually works better 
when you have Al control 
the other characters, Fans 
will find plenty of game 

for their money, and the 
Patapon-curious should defi- 
nitely start here instead of 
the first game.—BRYAN _ 


For VICTORY 
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* clean norintuitive 


Knights in the Nightmare 


> STYLE T-PLAYER STRATEGY/RPG > PUBLISHER ATLUS > DEVELOPER STING 


> RELEASE JUNE 2> ESRB T 
SOMETHING ELSE 


nights in the Nightmare is not as famil- 

iar as it looks, Despite an emphasis 

on strategy and grid-based combat, 

this game is a far cry from turn-based 
titles like Final Fantasy Tactics and Fire Emblem. 
Knights in the Nightmare takes a traditional 
strategy framework and twists it beyond recog- 
nition to create a clever and bizarre experience 
that defies classification. 

Combat is impossible to describe point-for- 
point. In fact, it is so complex that you'll need to. 
play about an hour of tutorials before you even 
start the game. Using only the stylus, players 
guide a glowing ball around the screen. By hov- 
ering over stationary units, you command them 
to attack enemies moving around the grid. 
Here's the catch: Energy volleys that damage 


the glowing ball — not the individual units — are 


constantly flying around, so you need to dodge 
bullets as you try to execute your commands. 
Battles are hectic, fast-paced balancing acts that 


have you managing multiple tasks while thread- 


ing the needle on the touch screen. 

The novelty of the encounters is entertaining 
for a while, but the fusion of top-down shooter 
elements and tactics would have more longev- 
ity if the controls worked better. As it is, you'll 
accidentally activate units and grab the wrong 
items thanks to the cluttered interface, which 
seriously damages the strategic component – 
as does the fact that most of your units can't 
move. | was also disappointed to discover that 

the holdovers from 
the tactics genr your units aren't attacked 
during combat, so every action they 
cluding basic attacks) depletes their 
life. If you let it hit zero, that unit is gone for 
good, ык UH all the experience you spent. 


ased games mired in 
Nightmare is an intrigu- 


hail of bullets and onslaught. of: special moves 
definitely make combat exciting, and while 
the game has some serious flaws, | can guar- 
antee that you've never played anything quite 
like it—JOE 


BOTTOM 
LINE 7 


> Concept: Grid-based strat- 
egy with, ..top-down shooter 
elements? 


> Graphics: Since the top 
screen gets overly crowded 
with effects, you'll be thankful 
for the bare-bones grid at 
the bottom 


> Sound: Like so many sound: 


tracks, there are a few good 
bits and lots of bland ones 


> Playability: Precision can be 
a big problem, especially when 
you're accidentally activating 
units and items while trying to 
dodge energy bullets 

> Entertainment: The unique 
concept is interesting, but the 
gameplay has trouble back- 
ing it up 

> Replay Value: Moderate 


Second Opinion 6 . 


| This is the ultimate expression 
| of offbeat JRPG sensibilities. 
The story is horribly presented 
in language that can't be far 
off from phrase forphrase 
transliterations of the origi- 
nal Japanese. The combat 
| mechanics are so complex. 
and unusual that you have 
to spend a solid hour read- 
ing text and watching dem- 
onstrations to get your feet 
under you. The relationships 


between weapons’ many stats pm 


and the attributes of heroes 
and monsters are like a gene- 
alogy of European nobility. 
{tall works well within the 
confines of its obtuse intemal 
logic, for what that’s worth. 
This is Mount Everest for the 
type of gamer who likes to. 
master arcane battle systems 
just for the sake of doing it. To 
the rest of us, it's just another 
mountain that we have to nav- 
- igate somehow to get where 
wewanttobe—ADAM _ 
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Lies my video game told me #1: Zombies can do whatever the hell 
nt. We all know zombies are slow, shambling corpses with a 
so why do Resident Evil's infected masses now drive 
rossbows, and seem articulate enough to run for a 
seat in the Senate? Don't buy into these lies. If you see zombies, laugh 
at them. Their life is pathetic. 


2 POKEMON PLATINUM (DS) 


Lies my vid told me #2: Gotta catch ‘em all. Nintendo wants 
you to be at your life will be empty until you own all the 
Pokémans, Trust ou catch them all, you still feel hollow. 
Pokémon a inese fast food. So put your DS down and go 
dean your room. By the nyone has Registeel, we're willing 
to trade. 


3 HALO WARS (360) 


are evil and want to conquer 
iculous. What about Superman 
planet on a daily basis. 
j Binks, and Michael 
but not all 
Alf was 


to ruin it for 
Remember how cor 


4 RESIDENT EVIL 5 (PS3) 


Lies my video game told me #4: Zombi 


are scary. In truth, zombies. 
zombies can be quite 
rraaaaa Maggaa GRAMMA 

hicken said, Хора hngga"" Oh, 


and me. Incidental 
е told us this jol 
and then th 


are peop 
hilarious. A 
GRAMM 


just like y. 


ame told me #5: Video games will make you healthier. 
true. Not only can video games make you fit, they make 
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Rank Title 


1 Sengoku Basara: Battle Heroes PSP 
Rank | Title L. Mo. | System | Score |Release} ШР Muramasa: The Demon Blade Wii 
© И Mario & Luigi RPG 3 DS 
Resident Evil 5 N/A | 360 | 95 |03-09 | Monster Hunter Portable 2nd G PSP 
| Pro Baseball Famista DS 2009 DS 
z А Кійо Senshi Gundam: 
Pokémon Platinum N/A | DS | 85 |03-09 Senjo No Kizuna Portable E 
Suggoi! Arcana Heart 2 PS2 
Halo W. NA | 360 | 9 |03-09 | Powerful Pro Baseball 2009 PS2 
alo Wars Warriors Orochi Z 
Resident Evil 5 МА | PS3 | 95 03-09 
1 | Wi | 8 |04-08 
MLB “09: The Show МА | PS3 | 9 |03-09 
Rank Tille i L Mo. System 
Killzone 2 S an rs Gd Ux 1 Infamous N/A PS3 
Empire: Total War 1 PC 
Wii Play 4 | wii | 7 [02-07 X-Men Origins: Wolverine N/A multi 
| Grand Theft Auto: Chinatown Wars 2 DS 
_ Boom Blox Bash Party NA DS 
Mario Kart Wii 6 | wi | 85 [04-08 Е Ninja Blade N/A 360 
Exitebots: Trick Racing NA Wii 
E Resident Evil 5 3 multi 
Major League Baseball 2K9 | WA | 360 | 725 0309 Т The Chronicles of Riddick: Л 
| Assault on Dark Athena 
Guitar Hero Metallica МА | 360 | 875 |03-09 
Call of Duty: World at War 7 | зво | 8.75 |11-08 
Street Fighter IV 2 | 360 | 9.25 |02-09 
Mario Kart DS в | DS | 85 (11-05 UCET 
L.Mo. Price 
NA $48 
Street Fighter IV 3 | ps3 | 925 |02-09 World Of Warcraft: Wrath of the 1 $38 
2 $19 
Я ,000: f W: 4 
New Super Mario Bros. 9 | ps |925 |006) E Warhammer 40,000: Dawn Of Маги 3 $48 
JÊ Î World of Warcraft: Battle Chest 4 38 
World 0f Warcraft 7 $20 
EM and the N/A | DS | 7.5 |02-08 The Sims 2 Apartment Life 8 19 
urious Villiage Spore 6 $9 
i World Of Warcraft: The Burning Crusade 10 29 
MLB “09: The Show N/A | PS2 | N/A (03-09 | Mystery Case Files: Return To N/A $20 
Ravenhearst 
Halo 3 15 | 360 | 9.75 |09-07 
LEGO Star Wars: The її it | rn 
Complete Saga 


Source: The NPD Group/NPD 
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Based On Monthly Units Sold 


PLAYSTATION 3 


50 Cent: Blood on the Sand 
Afro Samurai 
Alone in the Dark: Inferno 
Armored Core: For Answer 
Baja: Edge of Control 
BioShock. 
Brothers in Arms: Hell's Highway 
Buzz Quiz TV 
Call of Duty: World at War 
Chronicles of Riddick: 

Assault on Dark Athena, The 
Dead Space 
Eat Lead: The Return of Matt Hazard 
Fallout 3 
Far Cry 2 
FEAR 2: Project Origin 
Ferrari Challenge Trofeo Pirelli 
FIFA Soccer 09 
Godfather Il, The 
Golden Axe: Beast Rider 
Guitar Hero World Tour 


The Chronicles of Riddick 
PlayStation 3 - Арг-09 


Guitar Hero: Metallica 
HAWX. 
Killzone 2 
Legend of Spyro: 

Dawn of the Dragon, The 
Legendary 
LittleBigPlanet 
Lord of the Rings: Conquest, The 
Major League Baseball 2K9 
Midnight Club: Los Angeles 
Mirrors Edge 
MLB 09: The Show 
MLB Front Office Manager 
Mortal Kombat vs. OC Universe 
MotorStorm Pacific Rift 
NBA 2K9 
NBA Live 09 
NCAA Basketball 09 
Need for Speed: Undercover 
Prince of Persia 
Pro Evolution Soccer 2009 
Quantum of Solace 
Resident Evil 5 
Resistance 2 
Rise of the Argonauts 
Rock Revolution 
Saints Row 2 
Shaun White Snowboarding 
Skate 2 
SOCOM: Confrontation 
Sonic Unleashed 
Sonic's Ultimate Genesis Collection 
Spider-Man: Web of Shadows 
Stormrise 
Street Fighter IV 
‘Tomb Raider Underworld 
Valkyria Chronicles 
Wanted: Weapons of Fate 
Wheelman 
WWE Legends of WrestleMania 
WWE Smackdown vs. Raw 2009 
X-Blades 


8 


Арг09 
Mar-09 
Jan-09 
Dec-08 
Dec-08 
Nov-08 
Nov-08 
Nov.08 
Jan-09 


ull On Dark Athena 


XBOX 360 


50 Cent: Blood on the Sand 
Afro Samurai 

Armored Core: For Answer 

Baja: Edge of Control 
Banjo-Kazooie: Nuts and Bolts 
Brothers in Arms: Hells Highway 
Call of Duty: World at War 
Chronides of Riddick: 

Assault on Dark Athena, The 
Command & Conquer: Red Alert 3 
Crash: Mind Over Mutant 
Dead Space 
Destroy All Humans!: 

Path of the Furon 
Eat Lead: The Return of Matt Hazard 
EndWar 
Fable tt 
Fallout 3 
Far Cry 2 
FEAR 2: Project Origin 
FIFA Soccer 09 
Gears of War 2 
Godfather Il, The 
Golden Axe: Beast Rider 


8 


Apr09 
Mar-09 
Dec-08 
Dec-08 
Dec-08 
Nov-08 
Jan-09 


May-09 
Dec-08 
Dec-08 
Nov-08 


Feb-09 
Apr-09 
Dec-08 
Dec08 
Dec08 
Dec-08 
Mar-09 
Dec-08 
Deco8 
May-09 
Dec-08 


Grand Theft Auto IV: 

The Lost and the Damned 
Guitar Hero World Tour 
Guitar Hero: Metallica 
HAWX. 
Halo Wars 
Last Remnant, The. 
Left 4 Dead 
Legend of Spyro: 

Dawn of the Dragon, The. 
Legendary 
Lips 
Lord of the Rings: Conquest, The 
Major League Baseball 2K9 
Midnight Club: Los Angeles 
Mirror's Edge 
MLB Front Office Manager 
Mortal Kombat vs. DC Universe 
Naruto: The Broken Bond 
NBA 2K9 
NBA Live 09 
NCAA Basketball 09 
Need for Speed: Undercover 
Onechanbara: Bikini Samurai Squad 
Prince of Persia 
Pro Evolution Soccer 2009 
Quantum of Solace 
Race Pro 
Resident Evil 5 
Rise of the Argonauts 
Rock Revolution 
Saints Row 2 
Scene It? Box Office Smash 
Shaun White Snowboarding 
Skate 2 
Sonic Unleashed 
Sonic's Ultimate Genesis Collection 
Spider-Man: Web of Shadows 
Star Ocean: The Last Hope 
Stoked 
Stormrise 
Street Fighter IV 
Tomb Raider Underworld 
Wanted: Weapons of Fate 
Wheelman 
WME Legends of WrestleMania 
WWE Smackdown vs. Raw 2009 
You're In The Movies 


Animal Crossing: City Folk 
Brothers In Arms: Double Time 
Camival Games MiniGolf 
Castlevania: Judgment 
Cooking Mama World Kitchen 
Crash: Mind Over Mutant 
Deadly Creatures. 
Final Fantasy Crystal Chronicles: 
Echoes of Time 
Guitar Hero: Metallica 
House of the Dead: Overkill, The 
Legend of Spyro: 
Dawn of the Dragon, The 
LEGO Batman 
Madworld 
Major League Baseball 2K9 
Major Minor's Majestic March 
Marble Saga: Kororinpa 
Mushroom Men: The Spore Wars 
MySims Party 
NASCAR Kart Racing 
New Play Control 
Mario Power Tennis 
New Play Control Pikmin 
Onechanbara: Bikini Samurai Squad 
Rayman Raving Rabbids TV Party 
Ready 2 Rumble Revolution 
Rune Factory: Frontier 
Rygar: The Battle of Argus 
‘Shaun White Snowboarding: 
Road Тїр 
Skate It 
Sonic and the Black Knight 
Sonic Unleashed 
Spray 
Star Wars: The Clone Wars — 
Lightsaber Duels 
Ten Pin Alley 2 
Tenchu: Shadow Assassins 
Ultimate Band 
Wario Land: Shake It 
We Ski & Snowboard 
Wii Music 
WWE Smackdown vs, Raw 2009 


PLAYSTATION 2 


Guitar Hero: Metallica 
Kingdom Hearts Re: 
Chain of Memories 
LEGO Batman 
Persona 4 
WWE Smackdown vs. Raw 2009 


75 Jan-09 
5 Dec-08 
5 — Jan-09 
5 Jan09 
55 Jan-09 
475 Dec08 
7 Маз 
775 Арг09 
875 May-09 
85 Арг09 
4 — Jan09 
75 Nov-08 
9  Apr09 
725 Арг09 
3  May09 
8 Mar-09 
575 Dec08 
6 Арг09 
675 Арг09 
825 Арг09 
8 May-09 
6 Арг09 
7 Jang 
1 Арг09 
675 Арг09 
55 Feb-09 
675 Jan-09 
775 Јап-09 
5 May-09 
65 Jan-09 
7 Оесо8 
5 Janos 
5 Јат09 
65 Арг09 
75 Dec-08 
675 Dec08 
675 May-09 
3 Оесов 
85 Dec08 
875 May-09 
675 Jan09 
75 Nov-08 
8 Jan-09 
85 Dec08 


BattleForge 
Call of Duty: World at War 
Chronides of Riddick: 
Assault on Dark Athena, The 95 
Codename: Panzers — Cold War 6 
Command & Conquer: Red Alert 3 8.75 
Company of Heroes: Tales of Valor 75 
Crysis Warhead 835 
Drakensang: The Dark Eye. 675 


875 


Empire: Total War — PC — May-09 


Empire: Total War 95 May-09 
Godfather II, The 55 May-09 
Legendary 65 Jan-09 
MLB Front Office Manager 3 Feb-09 
Neverwinter Nights 2: Storm of Zehir 75 Јап-09 
STALKER: Clear Sky 775 Nov-08 
Sacred 2: Fallen Angel 7 — Jan-09 
Saints Row 2 875 Dec08 
Spore 875 Nov08 
Warhammer 40,000: 

Dawn of War Il 875 Mar-09 
Warhammer Online: 

Age of Reckoning 8 Dec-08 


‘Age of Empires: Mythologies Feb-09 
Avalon Code May-09 
Big Bang Mini Feb-09 
Blue Dragon Plus Mar-09 
Castlevania: Order of Ecclesia Nov-08 
Chase: Felix Meets Felicity, The Feb-09 
Chrono Trigger Dec-o8 
Cradle of Rome Jan-09 
Dark Spire, The May-09 


and Theft Auto: China Town Wars - DS 


May-09 


Dragon Quest V: Hand of 


the Heavenly Bride 75 Mar-09 
Final Fantasy Crystal Chronicles: 

Echoes of Time 775 Арг09 
Fire Emblem: Shadow Dragon 775  Apr09 
Gardening Mama 65 Мау-09 
Grand Theft Auto: Chinatown Wars = 9.25 Мау-09 
Guitar Hero On Tour: Decades 7 Јап09 
Henry Hatsworth in the. 

Puzzling Adventure. 7 Aprog 
iron Chef America: Supreme Cuisine 4.5 — Feb-09 
Kirby Super Star Ultra 7  DecoB 
Legancy of Ys: Books | & II 5 Mar-09 
Metal Slug 7 675 Dec08 
My Pet Shop 5 May-09 
My World, My Way 6 — Mar-09 
Ninja Town 9 Dec08 
Peggle: Dual Shot 825 Мау-09 
Pokémon Platinum 85 Apr-09 
Populous DS 7 Dec-08 
Prince of Persia: The Fallen King 6  Feb09 
Puzzle Quest: Galactrix 825 Apr-09 
Retro Game Challenge 85 Feb-09 
Rhythm Heaven 75 May-09 
Robocalypse 7 — Jan-09 
Rubiks Wolrd 8  DecoB 
Sonic Chronides: 

The Dark Brotherhood 85 Nov-08 
Star Wars: The Clone Wars — 

Jedi Alliance 6 Јап09 
Tecmo Bowl: Kickoff 625 Dec08 
Tokyo Beat Down 7 May-09 
TrackMania DS 65 Mar-09 
Valkyrie Profile: 

Covenant of the Plume 6 Арг09 
PSP 
LocoRoco 2 925 Mar-09 
Prinny: Can | Really Be The Hero? 8 — Apr09 
Resistance: Retribution 875 May-09 
Star Ocean: Second Evolution 7 Feb-09 


mpire: Total War o 


Conquering the World by Land, Sea, and Air 


By Creative Assembly 
CAMPAIGN MAP TIPS 


Raiding Trade Routes - Raiding an 
enemy's trade route cripples their economy. 
If enemies and allies share a trade route, 
you will only raid enemy ships and never 
those of your allies or countries with which 
you are not at war. 


Foreign Policy ~ If your rake succeeds іп 
an act of sabotage, the faction you attack 
automatically blames its greatest enemy, 
and the relationship between those two 
nations suffers as a result. 


Clamor for Reform - Enlightenment 
technologies naturally lead to a more 
enlightened populace. However, an 
enlightened people often chafe against the 
bonds of their lot in life, leading to unrest. 
To restore order in regions affected by 
such dissatisfaction, it may be necessary 
to increase your military presence or even 
destroy educational buildings. 


A Nation of Trenchermen - Not using 
characters to their full potential results in 
them gaining a negative trait. If you have 

a nine star general, but leave him to fester 

in some backwater province, he will gather 
negative traits and slowly slide into obscurity. 
Making sure your best generals and agents 
are in constant use will improve them and 
result in a much more effective character. 


Money Makes the World Go Round - 
When offering any diplomatic proposals, 
sweeten the deal with a little cash incentive. 
Quick Reference - For those wondering 
what happened to double right-click zoom- 
to camera functionality, this has now moved 
to double mouse-wheel-dick. 

NAVAL BATTLE TIPS 

Maintain Station! - Grouped ships try to 
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maintain relative positions and follow the 
lead ship around. If you group your ships in 
a line they will then move in a line around 
the map. 


Fire! - The stern is the weakest part of the 
ship, so concentrating fire on this weak spot 
deals the greatest damage to an enemy 
ship. Conversely, this is the weakest point 
on your own ship, and must be protected 
at all times. 


Chain Shot! - Using Chain shot to take out 
the sails of the first ship in an enemy line 
slows down the whole line as they regroup. 


Beware the Broadside! - Try to keep your 
fleet to the stern or the bow of enemy ships. 
All their firepower rests in their broadside. 


Concentrate Fire! - By holding down the 
Alt key and clicking on an enemy ship you 
can order any ships you currently have 
selected to concentrate all their fire on that 
one ship. 


Divide and Conquer! - When commanding 
a large naval force, it is advisable to split it 
into three separate groups; one to approach 
the enemy fleet's port side, one to approach 
from starboard, and a third to cover any 
gaps which may appear. 


Stay Upwind! - Always keep your ships 
upwind of the enemy. It gives you the upper 
hand and allows you to maneuver into 
position much quicker than your enemy. 


Come About! - When using line astern 
make a conscious effort to turn ships 
around periodically in an attempt to 
distribute hull damage equally. If one side is 
allowed to take the bulk of the damage, the 
ship will go down. 


LAND BATTLE TIPS 


As One! - When you group units they 
remember the relative position of each 


other, so when you give them a move 
order, they will reform in the same 
positions at your chosen destination. This, 
in combination with the new rotate/move 
buttons on the HUD, allows you to quickly 
and easily move groups and even to break 
off parts of a formation into a new group. 


At Ease! - Hitting the enter key deselects all 
the troops you currently have selected. 


Flanking Fire! - Forming a horseshoe 
around enemy units gives your men 
maximum coverage and increases enemy 
casualties. Positioning light infantry in trees 
to the left and right of your main force will 
give them the opportunity to get a couple 
of rounds off before the enemy even knows 
they're there. 


Deploy Defences! - When defending 

an area that has limited routes in and 
out, it is often best to deploy chevaux de 
frise, followed by a line of earth works. 
This protects your army from cavalry and 
infantry, and creates an easily defendable 
position. 


Skirmishers! - When confronted by 

а complex enemy formation, use light 
infantry to lure enemy units out. Once this 
is achieved, your light infantry can skirmish 
away from the attackers, leaving supporting 
units to deal with them piecemeal. 


Dig In! - Earthworks are particularly 
effective against an enemy heavy on line 
infantry. Your men will be safer from the 
barrage of bullets. 


Dragoons! Flanking Maneuver! - 
Dragoons provide an excellent opportunity 
to outflank an enemy. Ride your dragoons 
around the back of the enemy and once 
there, dismount and begin firing into his 
rear. 


Take Cover! - Deploying your men behind 
walls provides essential cover from enemy 
bullets. 


Form Square! - Square formation is 
particularly effective against Dragoons and 
other cavalry units. 


Cannon Fodder ~ If you're willing to lose 
men for the greater good, send your militia 
or a similar unit down the center of a 
battlefield to draw enemy fire. Then, while 
they're engaged, bríng your better troops 
around the sides to deal a devastating blow. 
to the enemy's front ranks. 


Up Close and Personal - Press the Insert 
key with a unit selected to get a first-person 
view of the battlefield! 


Mod World 


Dungeon Crawl Stone Soup 
http://crawl.akrasiac.org 
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Sick of hearing about roguelikes in this 
column? Too bad! Dungeon Crawl Stone Soup 
devoured way too many editors: hours over 
the last month to not merit inclusion. In а 
genre known for changing at a sub-glacial 
pace, Stone Soup brings needed change. 


Nevermind the primitive graphics. Think of 
Stone Soup as a turn-based Diablo with far 
more depth to character progression, monster 
variety, and tactical combat. A largely free- 
form skill system lets you build the hero 
you want, while the large pantheon of gods 
offers gifts from undead slaves to powerful 
evocations. Stone Soup is as hard if not 
harder than most roguelikes, but in contrast, 
it's almost always your own fault when you 
die, not the whims of the random number 
generator. 


Especially when using the tiles interface, Stone 
Soup has a UI that is literally decades ahead 
of other roguelikes. More important than the 
vastly improved presentation of information, 
however, are the navigation controls. A 
relatively smart auto-explore function takes 
the tedium out of dungeon crawling, and 
numerous fast-travel options allow you to. 
easily backtrack to item stashes or important 
shops. Combined, these two features cut 

the amount of time not spent making fun 
decisions to a tiny fraction of similar titles. 


It's been around for some time, but Stone 
Soup development recently started up again 
after a lengthy hiatus. There's never been a 
better time to get into the fantastic roguelike 
genre, with free projects like this offering 
more depth than most full-priced releases. 


Code of the Month (Ds) 


Attention All Cheaters! 
Cheat codes, by their very nature, are in 
many cases buggier than Virginia in August. 
So, unless you don't mind re-doing those 
70 hours you put into the latest game, do 
yourself a favor and back up your save before 
using any codes, 

On a lighter note, you can send your codes 
to secretaccess@gameinformer.com for a 
chance to be featured here and win a prize! 


PS3 • XBOX 360 


Godfather II 


While playing the game, enter the Don's 
view to enter the following codes. There is a 
five-minute cooldown before a code can be 
re-entered. 


PS3 
Earn $5,000 - ÛJ, A, O, O, A, B 
Full Ammunition - A, Left, A, Right, 

, R3 
Full Health - Left, L, Right, A, Right, L3 
Unlimited invulnerability - Down, Down, 
Up, Left 


XBOX 360 

Earn $5,000 - X, Y, X, X, Y, L3 

Full Ammunition — Y, Left, Y, Right, X, R3 
Full Health - Left, X, Right, Y, Right, 13 


PS3 • XBOX 360 • Wii 


itar Hero: Metalli 
From the Main Menu enter the Cheats Menu 
to enter the following codes.. 


Additional Line Six Effects (Music Studio) 
~ Green, Red, Yellow, Blue, Red, Yellow, 
Blue, Green 

Air Instruments - Red, Red, Blue, Yellow, 
Green, Green, Green, Yellow 

Always Drum Fill - Red, Red, Red, Blue, 
Blue, Green, Green, Yellow 

Always Slide — Green, Green, Red, Red, 
Yellow, Red, Yellow, Blue 

Auto Kick - Yellow, Green, Red, Blue, Blue, 
Blue, Blue, Red 

Black Highway - Yellow, Red, Green, Red, 
Green, Red, Red, Blue 

Flame Color - Green, Red, Green, Blue, 
Red, Red, Yellow, Blue 

Gem Color - Blue, Red, Red, Green, Red, 
Green, Red, Yellow 

Hyperspeed (all instruments) - Green, 
Blue, Red, Yellow, Yellow, Red, Green, 
Green 

Invisible Rocker — Green, Red, Yellow, 
Yellow, Yellow, Blue, Blue, Green 
Performance Mode - Yellow, Yellow, Blue, 
Red, Blue, Green 


Star Color - Red, Red, Yellow, Red, Blue, 
Red, Red, Blue 

Vocal Fireball — Red, Green, Green, Yellow, 
Blue, Green, Yellow, Green 


PS3 « XBOX 360 


Wanted: Wı 


From the Main Menu, enter the Secret Codes 
menu to enter the following codes. 


ns of Fat 


Adrenaline Rush Mode - 01110100 
Airplane Bodyguard - 01010111 
Cinematic Mode - 01110100 
Close Combat Mode - 01100101 
Cross - 01010100 

Headshot Mode - 01100111 
Health Improvement - 01001100 
Infinite Ammo - 01101111 

One Shot One Kill - 01110010 
Special Suit - 01100001 

Super Weapons - 01001111 
Unlimited Adrenaline - 01101101 
Unlock Janice - 01000100 
Unlock Wesley - 01000011 


“GI Droid” 
(location unknown — Last seen 
twittering about your life) 
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WE SPEAK G33K 


Geeks transform into Alpha-Geeks 
by becoming fluent in: 


LEARN: 

ADVANCING COMPUTER SCIENCE NETWORK ENGINEERING 

ARTIFICIAL LIFE PROGRAMMING NETWORK SECURITY 

DIGITAL MEDIA ROBOTICS & EMBEDDED SYSTEMS 
DIGITAL VIDEO TECHNOLOGY FORENSICS 

GAME ART AND ANIMATION TECHNOLOGY MANAGEMENT 

GAME DESIGN VIRTUAL MODELING & DESIGN 

GAME PROGRAMMING WEB & SOCIAL MEDIA TECHNOLOGIES 


www.uat.edu > 877.UAT.GEEK 
877.828.4335 


i 


THE ODDWORLD 
GAME THAT 
NEVER WAS 


The Brutal Ballad of Fangus Klot 
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C LASS | C (n | Where The Past Comes Alive 


In April of 2005, Game Informer announced Oddworld 
Inhabitants’ newest game: The Brutal Ballad of Fangus Klot. 
However, just as the issue left for the printers, Oddworld 
Inhabitants abruptly shut down production and closed its doors. 
The development studio had long pleased fans with creative and 
humorous titles such as Abe's Oddysee and Stranger's Wrath, 
often weaving smart social commentary throughout its sto- 
rylines. Fangus Klot looked to be its most ambitious venture; it 
featured a darker tone, a more intense combat system, and was 
poised to take on real-world issues still relevant today. So why 
did its developer suddenly put the game on the shelf? Oddworld 
mastermind Lorne Lanning answered our questions about the 
lost Oddworld title, the trouble with publishers, and the future 
of gaming. 


What was the original idea behind Fangus Klot? 
We wanted to explore some other territories of Oddworld. 
We had always created this idea of a planet that multiple 
things can take place on, multiple possibilities. On Earth 
we can have Eskimos on one continent, on 
another we have tribes in Africa, and in oth- 
ers there are New York City and Tokyo. All 
these different worlds exist on one world. 
So we wanted to head somewhere radically 
different from the Oddworld characters we 
knew, move away from the quirky edge, and 
take things somewhere more hardcore. 
What we were inspired by at the time — | 
was watching these documentaries of these 
Russian cities that were basically prison cit- 
ies, which were discovered after the Cold 
War. These cities were built in this Siberian 
dimate or a mining area, and there would be 
10 million living in the city. Everyone was a 
prisoner. They would build these prison cities 
to become sort of their own economy. They 
had their systems of justice, but if you were 
in that city, you were basically a prisoner. You gs yr 
didn't get to leave that city. What blew us Ї 
away was the idea that there would be entire 


territories that were basically imprisoned inte rested 


At the same time we wanted to play with 


another dynamic, the timeless mythical in shining a held less appeal for me that way. 
light on the When did you decide to make 
dark side 
become strong, and built civilizations, but of human 


battle between cats and dogs — immortal, 
timeless enemies forever. In a general 
sense, Oddworld had these Homosapien- 
like creatures that had evolved out of 
dogs and cats. They've become intelligent, 


the timeless battle of cats and dogs still 


existed. The hatred between them was still behavior. 


to the bone. It's kind of like Oddworld's ver- 
sion of Palestine and Israel. 
We wanted it to be really hardcore. When 


1 say cats and dogs it sounds kind of light- IS SO that 


hearted, but that's not what we wanted, and 


| think the cover of Fangus Klot illustrates we can see You know, when you want to 


that. We wanted to take Stranger's engine 
and basically re-skin something more 
hardcore, not have live ammo, and just be 
like, "Here's a guy fighting for his life, for his 
people, for his territory, and the escape of his 
land being taken over" 


Sounds like you guys invested a lot into the game's 
history. 

Yeah, the idea of what is happening here — this canine-ish 
race had been like sheepherders. They'd been closer to 

the land, a little bit more aboriginal. Think of them a bit 

like — not so much Native American — but very indigenous in 
that respect. Very close to the Earth. Herdsman. They were 
nomadic. They moved with their herds. 

Whereas with this other race — the cats — we were fasci- 
nated about playing with this idea of the Russian тайа. This 
post-war, Russian intelligence gone rogue into mafia and 
criminal behavior. Fangus Klot was a nomadic herdsman who 
had a huge flock, but that was his previous life. His country 
had since been invaded by this Russian mafia — this cat race. 

If you think about all the Oddworld voices and stuff, imag- 
ine hardcore gameplay, but when you come around corners 
and surprise one of these heavily armed feline-evolved char- 
acters, you hear this "Hssssss! Rwaaar!" The cat noises would 
be intertwined with their language — barking, growling, hiss- 
ing — and that timeless hatred we would encapsulate with 
Russian mafia sensibility where they basically took over this 
entire territory and enslaved it. They were setting up these 
catnip labs, which for them were kind of like meth labs. 


So the main character, Fangus, became a slave to this 
new government? 

Well, they were making fodder out of those who lived on this 
land before. If you remember New Jack City, it was kind of 
like that. His people were in the labs, but others, like Fangus, 


m always ing like bald humans then it would 


The reason wanted to give them more free- 
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it coming. and creative, most people are 
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were relegated to pit fighting for entertainment. It's kind of 
like gladiators for a post-Soviet era of collapse and corruption 
of unimaginable magnitudes. 

| wanted to have this really dark tone of industrial 
civilization coming into what was basi- 
cally — almost like Afghanistan has been 
in tradition. For thousands of years it lived 
the same way, it had sheepherders, crop 
growers and things like that. Then all of a 
sudden it turns into this whole other coun- 
try, which is illicit drug trade and hardcore 
bastards that couldn't give a s— about 
anything but themselves. 

That is the theme of Fangus Klot. As the 
later designs started coming in, we started 
giving the design team more latitude 
with the project, and the team wanted to 
go more humanoid. We started seeing 
designs that were coming out that way. 

At that point, | thought if we continued in 
that direction, it wouldn't be on Oddworld. 
It would become its own place. If [our 
characters] were going to start look- 


not be an Oddworld game. It would 
be somewhere else, not even in the 
Oddworld universe. In some ways, it 


this the team’s game? When did 
you finally hand it over to them 
and let go of the reins? 

We knew they wanted the game 
from the beginning, and so | start- 
ed to shape it into a big package 
for them. But then it was like: we 


dom, but at the same time they 
thought, “Well, | don't know. Cats 
and dogs kind of sounds childish” 


do something really innovative 


not going to get it. So you have 
to bake it up to a certain point 
before they start going, “Oh! That's why it's 
going to be cool and not childish” 

The team that was working on it basically wanted to, in 
my opinion, just use all the Stranger mechanics to make a 
more traditional shooter. In some ways, the company was a 
little split — not in terms of intent — but we said, "Okay, if you 
guys want to do what you want to do, that's fine, but it's not 
going to take place on Oddworld, and you'll have more cre- 
ative freedom that way. Go ahead and run with this project” 
That's where it was eventually headed. 


Was the game's attention to politics in response to 
the cultural climate of the time? 

Yes. Always. To me that's the purpose. | don't feel like, "Let's 
go blow stuff up,” if it doesn't have a purpose. Our world 
has enough problems, and when we do that — although it 
may be fun — it sort of furthers the psyche that we can just 
go blow the s— out of people as long as we have a good 
enough excuse. | don't believe that personally. So from my 
design of sensibility, I'm always interested in shining a light 
on the dark side of human behavior. The reason is so that 
we can see it coming. 

For me, it's always about creating entertainment that is 
more nutritious to the mind, the psyche, and our general 
awareness in life. If it's not about that — to a large degree — 
| haven't been interested. | don't slam people that are just 
about making games that are fun; | love those games, too. 
Г played Doom to death when it came out. | played Halo 
to death. | love those games. I'm thrilled that people make 
them, but for me it's about something else as well 

To me, | believed for a long time, it's up to the storytell- 
ers; it's up to the news makers to help show us the truth, to 


"ener 


feature 


FLOCKING 
AROUND 


Fans of Stranger's Wrath might 

be interested to know that living 
ammo - the mechanic that gave 
the game such a unique flavor — 
wasn't going to return in Fangus. In 
its place, Oddword Inhabitants was 
developing a herd management 
system. Fangus would control a flock 
of ravenous sheep-like creatures 

to take down enemies and solve 
puzzles. Destructible environments 
also played a large part of the now 
defunct gameplay. 


- Contidential 


how how Oddworld explored 
early gameplay ideas. Vehicles 
might have played an important 
role in Fangus - if it had ever 
been finished 
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All of the 
characters in the 
game evolved 
from cats and 
dogs. Even 
though they look 
more humonoid, 
they retained 
many animalistic 
traits 


seg 


help inspire us to do the right things because it's not going 
to come in the form of traditional packaged entertainment. 
But when someone looks at it and says, "You know what? 
There's no reason why we can't make a movie that makes 

a lot of money and have it really make us more sensitive 
beings, more aware beings, more intelligent beings" As story- 
tellers as myth makers, it's our genetic role to try and create 
content that inspires people out of the dark times they face 
and to be something better. 


OddWorld started as a goofy franchise, but over time 
it seemed - especially with Stranger - that the stories 
got darker and more serious. With Fangus, you had 
even said it was going to be darker than Stranger. 
Why that trend? 
Because that was the trend in the market. In 1994 when we 
started building Abe, the number one game property was 
not Grand Theft Auto. It was Mario. The other big success 
was Sonic. We had to design to a limited resolution, limited 
computing power. Things still needed — for lack of a better 
word — a more cartoony design so they read 
better as graphics moving on the screen. 

When we started with Abe — at that time, 


started on Fangus when another pattern crept in. This made 
our final decision to basically shut down the studio on the 
central coast. 


What was that other pattern? 

| have to be careful about how | say this stuff, because the 
gamer hears it one way, but game developers know exactly 
what | am talking about. Publishers use your own company 
against you because they know that you have a burn rate. 
They know that this is your family of kids that you need to 
feed every month. So if they make a deal with you, then 
they realize, "Oh, you know what? We should have done 
this thing in that deal, too," They might start playing games 
with you. 

I'll give you a hypothetical situation: "Oh, we're having 
some accounting issues, the checks are a little late, but they'll 
be coming. We're sorry for the delay, but you know what? 
There's this other thing in the contract we'd like to renegoti- 
ate. We realized after we made the deal that we really would 
like to have some different terms on that" And then you find 

that your check is not showing up because 
they want to renegotiate. 
That's holding your own company as a 


one of the most gratifying games 1 had ever “Publishers gun to your head and going, “If you want 


played was Flashback — there was this idea 


of trying to capture something other than use your 


just 3D frenetic play. | was thinking | wanted 


to pay your people, you keep on doing 
anything we say no matter how unreason- 
able it is, and if that's a situation you can't 


to capture more storytelling. It still seemed own com- win, then too bad because we'll win. We're 


very viable in the day, and so at that time it 


seemed appropriate that the gaming age was pany against 


largely a younger skew. 


the ones with the gold and gold rules” 


It almost sounds like the Russian 


Just look back — how much controversy mafia. 
you because [Laughs] Maybe it's not that diabolical, but 


surrounded Mortal Kombat? It was huge. 


Why? Because those cartoony-looking char- | think it comes more out of incompetence 
acters, those 16-bit characters were getting they know than deviousness. I'm not saying that this 
their spines ripped off and being decapitated. that you is the evil intent out there, but it is the 

‘Oh my gosh, this is the end of the civilized common behavior. There are some slime 
world!” Well, look at where we're at now. have a burn balls in the industry that have done some 


That stuff's happening in almost every game 
out there, so it's not so much an issue any- rate " 
more. The shock value is gone. We could say " 


slimy things, but as far as industries go, 
this industry is good about being authentic. 
It's pretty decent. It's not nearly as ugly 


we are desensitized, that that's the norm. The - LORNE LANNING 5 the music business or as one-sided as 


appetite of gamers is changing rapidly. 


With Stranger's Wrath you guys were working with 
EA. When you started work on Fangus you switched 
over to Majesco Entertainment. Why the switch? 
With EA, personally, we found the situation unworkable. We 
found that if the publishers don't own your IP, they don't 
have any incentive to push your game. Stranger was a big 
game, it was an expensive game, and it was a really hard 
game to build. But what we didn't realize is that since the 
publisher didn't own it, they weren't going to support it on 
the marketplace. That has totally changed my thinking on 
how you should approach a game. 

We could build a game like that, and they could make the 
choice to support it the way that they did. That's not a busi- 
ness relationship. That's a master-slave relationship — one 
that we had no interest in continuing. So we were willing 
to test the waters with some other publishers, and we got 


the film business. There's good things and 

bad things about the industry. But incom- 
petence is really big in this industry. We're talking about a 
huge industry that, even in this global financial crisis, is still 
showing growth, one of the only sectors still showing growth. 
That's huge, but it was only 20 years ago that this industry 
was in garages — not in big companies. 


It seemed like the hammer came down pretty quickly. 
Only a month after announcing Fangus the studio 
was closing down. 

Yeah, we had every intention of building the game, and then 
the shenanigans started, so we just said, "We're not going to 
play this game. If that's how you want to play, then we'll go 
play with someone else. We're going to take our ball and go 
home" Because what | saw, down the road, eventually our IP 
would wind up hostilely acquired by people who cared less 
about it. In many ways, while Oddworld has been sitting on 
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the shelf, it is still something we have a huge belief in. So 
we're not willing to compromise that belief. 
So in Fangus, while we were still excited about it, while 


we were still building it, | would say it this way: Sometimes 
developers get fired by publishers and sometimes develop- 


ers fire publishers — and that's probably all | should say 
about it. 


Do you think, since you guys still own the property, 
that you'll ever go back and revisit Fangus Klot? At 
some point, will you ever try to make that game or 


one like it? 


Well, what we've done is put our games up on Steam - the 
first two Abe games. We have a lot of interest in seeing how 
the digital distribution mechanism really works. l've got to 
tell you, we were blown away. For the first time, we're able 
to tell where our sales were coming from, how many dollars 


we were making per day. What territories sold better last 
night than the night before — was it Eastern Europe, was 


it Southeast Asia? We're able to see it all. We never got to 


know who our customer was before. 


So, if you go back to Fangus Klot, you'll sell it through 


digital distribution? 


Yes, but we are not focused on doing story games in that 
way anymore. That doesn't mean that we wouldn't license 
the property to another developer who does very good story 
games. But we're aiming for a different type of chemistry all 
together. We're looking more at where social gaming and 
networking is colliding. We're looking more at free-to-play 


item sales rather than $60 of product. 


n NM 


Î STORY IN SHORT 


The game's original story revolved 
around a sheepherder named Fangus 
who was enslaved after his land was 
seized by an invading government. 
After years of brutal gladiatorial 
combat, he escaped a much colder 
and angrier beast. The game detailed 
his pursuit to seek vengeance on 
his captures and lead a revolt. 
Unfortunately, he had to work fast 
as a rabies virus slowly consumed 
his body. 


A gamer buys a game, and a gamer 
spends $50 on that game. If they didn't 
like it, that was a big output for some- 
thing that they didn't like. | believe the | 
future of gaming is going to be based 
more on usage — it's more like our elec- 
trical bill. At our house we only pay for 
what we use. 

If | give gamers something that's free 
to play, they can get engaged – that's 1 
like the free demo, right? But if they { 
want to get more engaged, then they 
start micro-paying, so they might find 
after $10 into the experience, they've 
gotten plenty, and that was enough | 
and that was fine. It didn't cost them 
much to have that experience. і 

Our focus is not to build big, long | 
story games. Our focus is to build — | 

а really rich mythos where people Ё 

get to engage in their own narra- j 


tive, and that sounds abstract — | 
can't say much more about it, but 
that's where we believe things are 
heading. So the idea of building 
another Stranger, for us person- 
ally, is not even on our radar. 

It's a whole different chemistry 
coming. And that's what we're 
interested in. IN ш IN 


Ж These more realistic 

-- weapons designs show 
-Oddworld's intention to 
develop a darker, more 


W Oddworld Inhabitants created 

a mechanic called Gamespeak. As 
a prominent feature in several of 
its titles, the mechanic allowed 
players to use prescripted dialogue 
to converse with NPCs. The system 
was being further refined for 
Fangus Klot 
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BAD NEWS BASEBALL 


> STYLE 1 OR 2-PLAYER SPORTS > PUBLISHER TECMO > DEVELOPER TECMO > RELEASE 1990 


iding in the dugout from bigger and better NES base- 

ball sluggers like Baseball Stars and Baseball Simulator 

1.000 is the light-hearted Bad News Baseball. It 

pitches a solid game, but Bad News Baseball's best 
feature is its comic book-like snippets of action that sizzle across [es 
the screen when exciting plays occur. Home runs scream into 
outer space, runners dive into bases, teammates high-five each 
other — and when the dramatic action unfolds as an outfielder guns a runner out at 
home plate, it's like Ninja Gaiden on a baseball diamond. The vibrant cutscenes are 
reminiscent of the ones gamers would see in Tecmo’s football title, Tecmo Super 
Bowl, which released the following year. For all of its strengths, Bad News Baseball 
doesn't have much depth. It features 12 playable teams, limited season play, and no 
stat tracking. However, there is still a ton of fun to be had with its in-your-face style 
and simple gameplay. 
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NINJA GAIDEN 


> STYLE 1-PLAYER ACTION/PLATFORM > PUBLISHER TECMO > DEVELOPER TECMO > RELEASE 1989 


hile Ninja Gaiden's current-gen incarnation reminds 

gamers what it means to be hardcore, the original 

NES title helped coin the term. Though the game's 

health bar is generous, getting hit usually paralyzes Ryu 
and knocks him back just far enough for another enemy to spawn 
and attack, making this a game where the enemies air-juggle you 
for a change. Thankfully, infinite continues guarantee that decent 
timing and enough practice will have you jumping and slicing your way through levels 
with duly satisfying speed and grace. The cinematic cut scenes between acts provide 
enough humor and nostalgia to keep you retrying stages until you've mastered them. 
However, your initial attempts will leave you suffering the incalculable shame only an 
8-bit platformer can provide, as you are pushed off countless cliffs by hawks, pumpkin- 
headed sword throwers, and acrobatic frogmen straight out of design hell. With three 
final boss battles before the credits roll, Ninja Gaiden remains a frustrating staple of 
video game history that is ultimately still rewarding — if you can manage to beat it. 


“Just a girl. 


Get out of here?" 
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PAPERBOY 


> STYLE 1 OR 2-PLAYER ACTION > PUBLISHER MINDSCAPE > DEVELOPER MINDSCAPE/TENGEN > RELEASE 1988 


aperboy is the ultimate paradox: It's one of the most frus- 

trating games of its day, yet everyone seems to remember 

it fondly. Paperboy sports a ridiculously high difficulty level, 

and not just because of the questionable hit detection — 
players are constantly plagued with a dwindling number of lives, 
papers, and subscribers to deal with, all while dodging the most 
nonsensical bunch of morons ever crammed into one neighbor- 
hood. Maybe that's why it is so fun being a complete jerk; breaking windows, knocking 
over gravestones, and hitting anyone who gets in your way with a fresh copy of The 
Daily Sun is deeply satisfying — and nets you serious bonus points. But the brutal dif- 
ficulty level dilutes the fun, and ultimately we're left with a series of haunting questions: 
Why do homeowners paint their houses red when they cancel a subscription? Why is 
that guy break dancing on the sidewalk? And why is that old lady chasing you with a 
knife? After returning to this paperboy's route, we're okay with not knowing. 


Ф 
0 N LI N E Extra Content You Can Find At 
www.gameinformer.com 


WARFARE 2 


Gather more intel on Infinity Ward's latest 
military triumph by sending your questions 
to modernwarfare2 @gameinformer.com 
and reading our responses in Unlimited. 


Graphically Novel 


2 К Discover more about the 
Out Of The S world of video game/ 


Shadow comic book crossovers in 
GI sits down with y 1 our interviews with World 
sultan of scratch, DJ of Warcraft comic book 
Shadow, to discuss X writers Walter and Louise 
his role as a con: Simonson and WildStorm 
tant for Activision's Productions vice president 
DJ Hero. and general manager 
Hank Kanalz. 


Arcade Gallery 
Impulse spills over into Unlimited with more art and 
screenshots from the hottest games coming to Xbox 
Live Arcade, PlayStation Network, PC, and WiiWare in the 


near future. 
- E . Also Online This Month: 
The King Of Fighters XII 了 > * Follow our GI staffers as 
Learn more about the online multiplayer and exclu- а 2 <? they relay news about 
sive console characters in our interview with Shane i 4 


all the new games being 


Bettenhausen, Ignition Entertainment's director of new announced at E3. 


business development. 


WETFLIX 


United States (in 
ing free, alter the 0 
www.xbox.com/activatenetflixandwin 
*Streaming instantly fram Netflix requires Xbox LIVE? 
Gold membership and a Netflix unlimited subscription 
plan. Hard drive is recommended for Xbox LIVE, and is 
required for some features. See www.xbox. com/live. 
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[5 A M = 0 V E R For A Future Without Fear...Yeah, It's Worth It 


After the awesomeness of the original BioShock, we can't wait for BioShock 2. In fact, 
we were so giddy for a sequel that we decided to pitch developer 2K Marin our ideas 
for the next installment. Sadly, none of these brilliant concepts made the cut (yeah, 
seriously!), but 2K Marin probably benefited from not listening to us. Now, we can free- 
ly share our rejected concepts with you. The better you perform on the quiz, the cooler 
our BioShock 2 ideas become. 


i 7 What happy-go-lucky PSP 

tle has you take control of 

"the planet" to guide certain 

musically-inclined inhabitants 

to defeat the Moja Troop and 
restore peace to the planet? 

i А. LocoRoco 

B. PaRappa the Rapper 

C. Traxxpad 

D. Gitaroo Man Lives! 


: 4 What forgettable 2004 PS2 

tle set in the 19th century 

allows you to control a party of 

: four monster hunters with dif- 
ferent fighting abilities? 

і A.7 Sins 

B. GoDai: Elemental Force 

C. McFarlane's Evil Prophecy 

D. Final Armada 


1 Which of these bosses in 

The Legend of Zelda for NES 
requires the use of the recorder 
(flute) to defeat? 


8 The NFL 2K series on 
Dreamcast is adored by those 
who played it. Which famous 
wide receiver graced each cover 
on DC? 

A. Randy Moss 

B. Jerry Rice 

C. Isaac Bruce 

D. Terrell Owens 


: 5 What muddy N64 racer fea- 
tured Season Mode, Uphill 
Climb, Soccer, and Track Editor? 

A. Monster Truck Madness 64 

B. Excitebike 64 

C. Roadsters 

D. Beetle Adventure Racing 


: 9 Excluding Metroid Prime 
nball, Metroid has four titles 
in its mega-hit Prime series. 


: Which Metroid Prime is this 
i; screenshot taken from? 


16 Judging from the looks of this 
і screenshot, this must be a DS 

: game called... 

i А. Dragon Dance 

B. The World Ends With You 

C. Ener-G Dance Squad 

D. Blue Dragon Plus 


3 Think you know your guitar 
games? This opening note on 
Rock Band and Guitar Hero 
belongs to what song on Expert 
mode? You'd KILL for a hint, 
wouldn't you? 

A. "Mississippi Queen" 

B. "Paranoid" 

C. "Cherub Rock" 

D. "When You Wer 


A. Metroid Prime 

B. Metroid Prime Hunters 

C. Metroid Prime 2: Echoes 

D. Metroid Prime 3: Corruption 


10 What is the key to 
happiness? 

і A. Playing more Xbox 360. 

B. Playing more PS3. 

C. Playing more Wii. 

D. Cleaning your room. 
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2.5 billion achievements have been unlocked by Xbox users, 
amounting to 52 billion gamer points, according to Microsoft 


300,000 DSi units sold in the U.S. and Europe each in the first 
two days the handheld went on sale. 


85 million units of Final Fantasy have been sold over the lifetime 
of the franchise, according to Square Enix 


23.7 percent of gamers used their PS2 the most in January, fol- 

lowed by Wii (20.7), Xbox 560 (18.2) and PS3 (9.0), according 

to media-usage tracking firm Nielsen. 
سے‎ 


Like, a million is the number of times Bryan got knocked out by 
Piston Hondo (version two) while reviewing Punch-Out!! on Wii. 


- Build and maintain your 
own Rapture City. Keep splicers happy to earn more 
Adam and expand your underwater metropolis. Unlike 
Sim City, you have to build around Big Daddies and 
hordes of Little Sisters instead of weak tornadoes and 
overrated earthquakes. 


- Jack's grandmother 
investigates Rapture and turns into Big Granny. With 
help from Little Sisters, Granny bakes apple pies and 
throws them at you. You can hack ovens to bake blue- 
berry pies or cook lasagna and throw them back at 
Granny, dealing insane amounts of damage. 


- Swap 
those guns and plasmids for a mop and paintbrush as 
you come back to Rapture to clean it up. Scrub blood- 
stained walls, redecorate 1960's wallpaper and change 
the lives of splicers in this first-person simulation sure 
to please all. 


- Fueling sea 
creatures with Adam, slow and boring fish become 
super-powered racers. Ride atop giant, mutated 
whales, sharks, sea horses and more as you whiz in 
and around Rapture City buildings to become cham- 

е Races. You can race online against 


- Set 32 years 
after the events of Bioshock, Jack gets really bored 
one day and decides to read some quality books. 

He remembered a robust library existed in Rapture, 
so he puts some flippei and swims back to the 
underwater city. Your mission is to find the library and 
read every biography in it. You'll be shocked by what 
you read, no doubt. The Neverending Story. Now 
think of it as even better than that. 


Video Game Trivia Answers: | 7.A8.A9.C 10. A, B, or C 
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Media Center У Cast Videos 


Wed Jun 24, 7:30pm 


EVERYTHING YOU NEED, DISGUISED AS A PHONE. 


CAMERA * CAMCORDER * COMPUTER * GPS * MP3 PLAYER 


Versa 


| Is ita phone or something better? 
| Uncover its true identity at UncoverL G.com. 


| Exclusively at: TRANSFIRMERG 
| \__ verizonwieless MEE piae qus 
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Life's Good 


Game 
EXCLUSIVE @ 


For a 
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Uncover the secrets of The Conduit locked within this Special Edition 
available.only at GameStop- 60 behind-the-scenes into the making of the game with an 
exclusive art book brought to you by the Development team. Then dive deeper into the 

game with special content for both single and multi-player modes- 


Ргё®огаёг the exclusive GameStop Special Edition in-store or online today 
before time runs out! 
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